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Jutroduction

You are standing in lang, dark corridor, with a mas-
sive wooden door directly to vour left. Up ahead there
is a sputtering torch set in the stand bolted into +the
irreqgular stone wall. The 2air is cold and damp. You de-
cide to listen at the door. Hearing nothina, vou push on
it and 1t apens. You find vowurself in a large, well 1lit
goom. At the oppPosite side of the room there are tuo
big, ugly, human-like creatures, who are cbviously star-
tled. What do vou do? In a flash, one of the creatures
picks uwp a eclub, while +ha other grabs a big curved
sword, and thevy both start to advance menacingly. What
do vyou do? Do vou run? Draw your own sword? Charge to-
ward them? Scream for help? Eeg for mercy? Fall +to
your nees and pr8y? Summon inn=r strengths and powers
to save vyou? What do you do 77?7 Hurry ! Thay are
approaching faster ....

Role Plaviny games can pProvide this sort of enter-
tainment. I+ .is mnot surprising then, that in a short
time ( the first rules went on sale in 19742 fantasy role
plaving has becoma hugely powmular. Naarly evervy collese
campus has a large number of such aamers. :

The major Problem with these games seems <to0 be the
dificulty of truying to explain the game to a non-plaver.
And yet, in mvy sxperierce, &nvone who can be talked into
plaving once:r will be willing +to wome back For more.
Every sort of person seems to find it enJjovable. 1If only
ex®laining 1t wasn’t suck a herculean task...

The obJect of this introduction is +to explain the
same, If you have already plaved, vYou mavy wish to skip
over this part.

To play the game in its fullest form, a person called
s judge’ or ‘referee’ is required. Necessary personal
qQualities of a judge should be ftmagination and rpatience.

14 is the Juda9e’s responsibility to prepare on paper
(prior to Plav} & fictional setting. This setting should
contain sufficient peorle, rlaces, objects, etc to retdin
the Plavers’ interests; and it should be large enough in
extent so that the plavers do not feel limited in their
choices. There are a large number of ways to start a
game, and we have Presented a few in the Miscellaneous
section of these rules. Often, to start, the Judee will
prepare cave comrlex (generdlly called a Dungeon) which
is full of traps:; monsters, and trel3swure. A surrounding
locality will rrobably soon be added. Then, perhars a
towun, complete wWwith merchants, constables, thieves., and
so on. UWhole uworlds have been “‘created’ by ambitious
Judges., In fact, there =ven exists several companies who
sell prepared dargecns, “ouns, ancd w:.:ldernzssecz=,

Note that the judge prepares ail of this on Parer (mo
mecels need be canstructed).
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Every person {other than the Jjudge? slaving the ogame
represents (plavys) a character in the Jjudoe’s “world’.
The Judge is the plavers’ evyes, @ars., and noses. Every—
thina that a claver’s crarizcter would be able to see,
hear, smell (even taste or feel? in the Judge’s world is
described +to 1the plaver by the Jjudge. The plavyers are
limited :1» their knowledase of the world. They should be
limited <*o onlv whit they remember from past experiences
in that worid (if any), and what they presently see,
hear., smell., taste;,; or feel (as told by the Judae).

The plavyer and ’his character’ are called the
plaver/character (P/C). The plaver/characters will in-
variably interact with other characters in +the world.
These other characters wamight not be refresented by a
plaver (it’s hard to find a whole world full of gam=rs

willing te play i I These are called non—
plaver/characters (NP/CY. Non-plaver/characters are
another responsibility of +the Jjudoe. He must plav the
part of any NP/T thiat the plaver/characters meet. This

is usnually ney too dificult since the Jjudae ‘created’ +the
world, and therefore populated it with those NP/Cs.

{4+ must e remembersd that the Jjudgse is not plaving
against +the plavers. His Funztion is to referee and
Judage the action. He is +to zettle all rules avestions.
He should have complete access to all knowledge of what
any mplaver/character is doina. A mlaver slavys THROUGH a
Jjudse, not zgainst khim. The judge is not {should not be’
out to ’‘3et’ the plavers; he merely adjudicates a1l of
the haepeninas. (Admittedly, sometimes a Jjudage’s world
might be so laden with mensters and traps that it seems
the Ludce is intent on destroving the plavers ). Further-—
more, it is the Jjudge’s duty to provide a worild that is
interesting and exciting in order to maintain enjovment.

Role plaving games are e2asy +to play because generally
a wmlaver mavw attempt to do exactlvy as he desires.
Plavers can act dc they might in real life, or they can
trd te live any sort of wnay they might have dreamed. No
other @ame allows & plaver to trvy most anything at aitl.
I+ is <hiz fullness and richnesz of play that iz the
cause cf the large crulez books. Juestions immediatelwy
arise: what haprens if I try to hit that cerson with my
weapon? what haprens if that monster Eites me? how can
I become 2a great wizard like Gandalf? To heip the Judge
find answer=s to the millionz of juestions, is the purpose
of this or anv other rules bosok. Rulss books are used by
the Judae to arhitrate and referee the action. Therefore
‘it is not at all necessary that the plavers know everwy
fine detail in these rules. It is qQuite possible to play
Knowing only a bare minimum. (Actually, these rulesz are
directed a3t more experienced mlavers, and at Jjudses who
migh% like a better pig4:1ma svustem. And ther~efore, these
rules might be lackine in ruch »o4¥ the needed general



knowledge. He apclozize for +this. But we feel +that
therae are many fine rules books for newcomers: houever ue
sensed 3 definate need for a dettiled rules system that
would be plavable, fun, and vyet legical.)

Although a Plaver is free to attempt anvythina, +this
doesn’t 9ive him a license to be vague in degcribing how
ha will attempt it. If a rlaver mersly savws "1’m going
to trvy to be king® and doesn’t tell how he will try to
accomplish it, his xtatement is meaningless. if a plaver
wishes to build a castle, he must specify: where he is
getting the monevy, where he is getting the materials, who
i$ 9going to build it (how he will persuade them to build
it), where be will obtain the Pilans; Just to mention a
few ©Of the countlecsc details i1nvolved. For this reason,
rlavers uill tend 40 limit themselves to much smeller un--
dertakings until they feel they have the means, abilitwy,
resources, and determination to attempt something grandi-
ose. It is important to note; however, that even these
small undertakings require specific descriptions of how
the attemPt wWwill be made. Again, it is Iinsufficient to
merely declare "I’m robbing tha+ siluersmith’s zhop".
Rather . it is an interadctive Process between the
plalver{s) and the Judge. The plaver~ states uwhere, when,
and hou he will enter the shop; what he will be wearing
and carrvying (don’t forget to tell how he Wwill even get
to the shoP from wherever he is presently at). The Jjudge
then describes what he sees (and hezrs, smells, etc):

*You &re tn a small chop, with many fine scilover items
displaved around. Ne3r the door is a rather heavy se~
manj in the back of the shop is &an old, grav-haired man
bent over his bench. Hhat are vYou doing now”*

The FPlavaer mioghkt respond, "1’m drawinrg my daqqér from
mv belt ard moving toward the old man."

The Judge might respond, "You hear movement near, the
door." °

Plavyer: *1’1]1 glance around, back at the door.*

Judoe: “The heavy set man near the door has picked up
a larce hammer and is moving toward vou, meanvhile vo.,
ses the old @an straighten up, give & hal¥-smile, and the
A{r about him starts to shimmer and get cloudy."®

Plaver: “Oops, now how am 1 g9oing to get musel? out
of this mess?*

-f v



Preparation .
Melee . . . .
HMisstle . . .
Recuperation
Healérs o e
Thievery . .
Magic . . .-.
Cleries . . .
Experience .
ttonsters .

Planar Travel

Miscella@8neous

Table

* s = s e
= e s & »
. s 4 = o=

. s o= e
S

Comba+t =

of Contents

* & 2 e+ = =
= . . s« = »
= s ® 5 s =
" ]
. . . = e
T R Y
. - s =
- = & .
« = s & = =

25

29

3z

34

39

87

o8

1¢5

122






Preparation

Each plaver must determine the characteristics of the
role he will plavy. These characteristics will usuallv be
determined randomly as explained below, but it is pPossi-
ble for a Judoe to have pPre-esta8blished rcles prepared.

It is not necessarvy or even .desirable that plavers
redl-up’ new characters each time thevy pPlay. 1t is much
more interesting €0 retain the same character, and watch
that character 9row in experience and ability. & new
character should only be determined for new eplavyers, or

“vihen @an old character dies.

Eackh Plaver should keer track of his characteristics
on paper, in the manner shown. This chart should be kept
secret from evervyone except the Jjudge, who may look at it
at any time. (Rttempting +to lie to or cheat on other
rlavers is permissable, but no fate is too +terrible for
one whoe lies to a Judge.)

The first seven items (Strenath, Intell isence, His-
dom, Dexterity, Mental Resistance, Charisma, and Consti-

tution) are +the spPecial characteristics. These are
determined randomly by rolling three 8~sfided dice. These
values are semi-permanent: generdlly these values will
remain constant, but it is Possible for them to change

when ~equired by some rule.

Fatigue Points (FP) and Hits—-to-Kilil (HtK) are indi-
cations of a character’s "toudhness®. A character’s ini-
tial FP value is determined by rolling an 8-sided die and
adding the modifiers due to Constitution listed belou.
Ht are determined by a €-cided die also with modifiers
due to the character’s Constitution:

ch&racter’s modifiers
Constitution HiK FP
18 +3 +4
17 +2 +3
18 +1 +2
15 +1 +1
T-14 <) 9
[+ Q -1
S -1 -2
4 -2 -3
3 ~3 -3

Speed is an indication of houw many vards pPer nealee
round mav be moved by the character. This is fullwy
described in the Movement Durinag Melese rule section.

Melee Points (MP) are fully described in +the Melee
rule section, but all characters begin with 2 base of 3
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MP.

THieving Ability Points (TAP) are described under the
Thieving .rules section; 3dll charadcters start with one
TAP.

Healina Points (MP), Healin=z Number CHH ) are
desecribed under Healers. Energy Points (EPJ, Seecial
Powers (SP) are describad under Clerics.

Generally, all of the above ~values increase with ex-—
perience d2inad in the appropridte areas.

Conzititution, Hits—+o-Kill (HtK), and Fatigue Points
(FP) collectively repraesent the state of health that a
character is in. These all have a normal wvalue for ‘that

character. These normal v3lues slowlv increase with ex-
perience. Hhen a character 3ets hurt, one 2~ more 2Ff
these values will temporarily be lowered. As the chardc-

ter recuperates, the value will increase back to its nor-
m2l value. & character carnot ’‘recuperate’ to more than
th@ normal value, hereafter called ‘the normal masxinun
vajve. Generallv, losses of Constitution, FP, and HA
are temporary and can be gained back with recuperation.
However, sometimes the rules call +or 2n incressze or de-
credse in the sermanent value. Such & permanent loss
cannet be sained back by recuparation. About the onlwy
way to increase the permanent valwues is wvia experience
(see the Experience rules).

Hits—-to=-Kill represent the ability to withstand =zeri-
ous wounds: If a character’s Ktk is ear raeduced +o 0.
that character is unconscious. If it i=s reduced to below
8, that character is dead. Fatigsue Points (FFP) resracent
+the character’s short-term fatigue-re=zisting and minor-
wound-resisting abilits. If the cra~scter’s FP 1= re-
duced to @, all further FP losses are taken as HtK in—
stead. Constitution resresents the chiracter’s owvszrall
long—-term resistance. If this is ever reduced to o, the
character is dead.

The plaver also must list all thxs fre is= carrving,
and where on his rperson he is carrying 14, This includes
armor,; weapons, food., torches, clothinag, etc. Note that
heavily laden <character’s will have Jdificul+y in moving
well. The Judge decides how much a character .24 start
with. ©Often, th:s is determined by giving fladers a ran-
dom amount of money, and alleuwing them +o ‘Furcrase’ what
they wish. Also interesting is ha-ing ~rharacters staet
with hardly anything, reauiring them +oc totially fend for
themselves. See the Miszcellaneouz rules for several sus—
gested methods of startirng characters.

Addi tiondally, character’s keep track of experience :n
various Aareas. This is all explained in the Experieance
rules section. Chardcters start with no experience accu-
mulated.
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Character

Strenath

Intelligence

Wisdom

Dexterity

Hental Resistance (MR)
Charisma

Constitution

Fatigue Points (FP)
Hits=-to-Kill (HtK)?
Speed

Melee Points (MP)
Thieving Ability Pts ( TAP)
Mealing Points (MP}
Heal ing MNMumber (HN)
Energy Points (EF)
Special Pouers (SP}

Heapons, Armor, Food, etc.

Experience?
Melee MHissile Maatlc Thieving Healing

Good/Evil

{spells with their EN and SN should be on back)
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Melep

Generdal Overciew

Tactical movement and combat cian be as structured or
amorPhous as vou like with +thsse rules. 1+ has been
plavtested sevaral different wavys: 1) where the Judage
describes situation verbally and plavers respond totally
verbally, with no visudi aids) 2) urhere a rouvgh s=ketch
for & chalkoo&rd or whatever) 1= gi1ven; and plavers ex-—
Pplaiv their intended movements and actions to the Jwdge:;
3) where a reassmnably detailed sketch of the area is
made, and a tr8nsparent hexsheet cverlaid, and markers on
figures placed on <this <to indicate positioning of 2all
characters (and creatures).

These rules will be detdiied and refer +to the 3rd
method above. The more free—-form methods of play can be
used simply by renoving 811 the caleculations Ffrom the
tactical movement, and have the judge resulate movements
tc keep them reasonable.

Tacticdl Scale

The t8cticdl scale ts not extremely importants; but is
given as an 3id.

The Dbasic movement dix-—
“+ance is ona hrex. Etach hex
has a linear dimension of a
ltttle over 3 feet. These
hexes corre=pond to a length
of about 10 feet. A 10 foot
square is represented (roush-
ly) by 3 hexes.

There are 3pProximately 10 melee rounds per minute,
so exzch melee round is about 6 seconds. During plavy-~
‘te&sving evern malti-character combhaxt rareily lasted
longer <than S to 19 melee rounds until one side or the
other ran.
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Melee Points

This system is based upon the melee point (MP). A
melee pPoint is a rough indicator of a character’s
fiohting ability during each melee round.

The number of melee points assioned to @ character
depends en his experience as a fighter (Sse Experi-
ence). All characters begin the ogame with 3 MP. fis
they arn expertence in fighting of the various ca-
tegories, their MP increases.

In addition, +thare are modifiers +to +the melee
points allocated to a rerson?

Armor Class _MP Modifier
Q no armor +2
1 soft leather +1
2 hardened leather "]
3 sPlint armor Q
4 banded armor Q
S chainmail shirt "]
(=3 plate cuirass -1
7 full chainmail ' -2
8 superior chainmail -2
) chainmail & plate -3
19 full eplate -S
Dexteritw MP Mod lntelligence MP Mod
3 -3 3-4 -1
4-5 -2 S5-~14 ]
6-7 -1 15-17 +1
8-14 Q 18 +2
$15-16 +1 Hixsdom MP Mod
17 +2 3 -2
18 +3 4-5 -1
€-16 Q
17-18 +1-
For Pull backpack: —-1,-2, or -3 at Judge’s discretion

To Hit Determination

For each ueapon attack made, +the eplaver rolls a
20-sided die. The Judae applies appropriate modifiers
to the die roll and checks if it equals or exceeds the
number diven in the "To Hit" table.

The maJjor modifiers to the die roll will be due +to
the actions perfaormed by the ’"attacker’ and ’defender”’.

Each melee round the character may perform actions
that ‘cost’ melee Points up to his MP allocation. The
list of rFossible actionxs and <their associated melee
point costs are given in the “Melee Point Cost’ table.

During one melee round, you may perform multiple
actions. That is you may strike more than once. You
may parr-y more than once Per melee round, You mix ac-
tions. However; you may only perform one shield defense
per melee round.

Each offensive action is considered individually.
ARll defensive action modifiers are totaled and applied

~5-



498inst every atrachk =uffered. 4n offernzive to-hit
modifier adds to vsur chance 10 hit the target far that
one blou. Lefens iwe to-bk:it modifiers sub*ract from op-—
ponents chances to hit vyou.

Melee points may not e accumulated w1th one excep-—
tion. They may be accumulated to enable a weapon at-
tack, that misht normally be impossible. That w=eapon
attack must be the next action performed by the charac-—
tar. The charactasr may not =tar+ tao accumulate pPoints
until it is in the action and exchanaing blows with an
enemy (one can’+ stand ‘outside’ 2 melee, accumulate
points and Jump ir with a ’best shot’ ).

2

_
: ¥ w‘f
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Melee Point Cost Table

Nonmissile Ueapon Use

Ex Ex To Hit
Lite Lite Med Hvy Koy R Bonus
2 2 3 4 S Quick -3
3 4 S 7 3 Normal o
S 6 8 10 12 Timed +2
7 8 10 12 14 Hell Aimad +4
S 10 12 14 16 Best Shot +6
Missile Hearpon Use
MP type: one two three four five
2 S 4 S 14 Praepare
1 1 4 s 4 Aim +2 %
1 1 1 2 2 Fire
¥ (but if no Aim, then —-(Q to S) )
Shield Attack (Bash)
1 (A) with Small shield
3 (B) Small shield & bodv or Med. shield
S (C) Med. shield & body or L3rge shield
7 (') Large shield & bodwv
Defense
with Shield Defense Bonus
{Toe Hit Subtraction)
Small Hed Large Small Med l.arge
1 1 1 Harginal +1 +1 +1
S 4 8 Normal +2 +3 +4
e 3 12 Active +4 +6 +8
3 14 13 Exhaustive +6 +9 +12
with Stick or Keapon
2 MP to Parrwy +1 per parry

Miscal lanaous
Tackle or Grapple
Drop present weapon .
Draw new weapon from belt, scabbard on belt
Replace wearmon into belt, scabbard
Draw weapon from scabbard en back
Pickup weavon from ground
Drop to prone or ¥neeling position
Get up from Prone Position
Get up “rom kneeling position
#¥Cet or replace bow from back (over shoulider)
#Get or raeaplace zhield from back
¥Drop backpack to ground (fragile thines break)
#Set backpack on 9round
% Note: if there are more *than one of the following
orn back: bow, shield, backpack; +then must
pad total cost of all to remove anvy one

NN AWe=pdesear0U

item.
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Example: Kzor is a 8 MP fishter witrh no zrmer,
average intelligence, wisdom and dex*erityv. This gives
him 8+2=10 melee Points. Assume he carries a mace
(medium weapecn) and a small shield. So he has a large
number of possibilities: .

He could strike tuice with two Noemal blows, each
Hith no modifier (assumirg no defensive actiesn on +the
part of his target).

He could strike two auick blows feach =t -3) while
putting urP a normal =shield defense (9:ving a defense
bonus of 3 against 21! attacks on him that tuen).

Or, thinkine ahead, he makes one Timed kit this
round (3t a +4), saving 2 melee pPoints toward a Best
Shot next round.

Heapon To-Hit Table Explanation

Missile attack resolution 15 exeplained wunder a
separate heading.

The To-Hit table is used by cross-referencina +the
attacker’s weapon versus the dafender’s armor class.
This wil! @ive a box with +two

number=s (i1 X HZJ in 11, af shoun P*/Iﬁ
to the right. The die is rolled, 'I
and all appropriate modifiers ad- N1 tNZ

ded. If the wumber rolled 1S
greater than or eaual to N2, the
damage rolled s divided in half, with S0% of the damage
to FP and 5@ to HtK (round t¢ HtK). Example: €6 points of
damage, 3 would be subtracted from the tar9et’s FP, and 3
would be subtracted from the target’s HtK. If the number
rolled is grgater than or equal to N1 (but less than N2),
the defender loses Fatigue pPoints (FP)J.

The amount of HtK or FP loss e=quals the damage die
roll:

Attacker’s HWeapon HtK or FP lost
Ex. Lite, i to 4
Lite 1 to 6
Medsum 1 to 8
Heawvy i to 10
1 te 1Z

Ex. Heavy

If 3 character is reauired +to lose -more fatiqgue
Points +than he has remaining. the difference is made up
with Hits—to-Kill (HtK).

If the character is requiraed to lose more HtK than he
has remainind, he is dead -~ rezardless of how manv fa-
tigue points he has left,

Fatigue point losses represent tiraedness and wedri-
ness (as well as bruises,; strains &d3nd minor Guts in non-
vital slaces). Hits—to-Kill repPresent blows that car
possibly kill. Hoe=2fully, with these rules, human flesh
is not totdlly indestructable. For example: if a charac-
ter with no armor is dealt a terrible blow with an axe on
the chest, he will ktave 38 good chance of being very near
death (will have lost most or all of hizs HMtK).

~8—
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Melee Wearons List

Rel Rea 2 Req Adv. Mod.

Punch Ex Lt

Weapon Damage Lnth Str Hnds Dex ToHi+ Dam 3Brk/Dre
Tagoar Ex L+ 1 4 no . i i -/S
" s Thief’s Lt 1 . no 12 -2 -1 10/20
Foi1l Ex L+t S % no 8 -1 v 80/-
Sword, Short Lyt 3 7 no F -1 . S/1@
2 Light Lt S 4 no 3 -1 a 15/20
* , Normal Mad S 8 ne . -2 . S/16
* , Bastard Hvwy 4 8 wves E -1 : 15/56@
- Broad Houy € 12 wves 7 -2 -1 /30
" . Lonas Hvy 8 10 wves 10 -2 -2 15720
" 5 X=-Hvy X-Hvwy 8 15 wves 7 -3 -2 S/30
Scimitar X=HBvg S 8 no 7 -1 " 15/30
Ry X~Huvy Hywy 6 1@ no 1¢ -2 -1 10/40
Axea ., Hand bt 2 " no ¥ & 5 S/-
" » Battle Med S 9 ves . . -2 -1 10/260
v , 2=Hnded Hvvy 7 14 ves - | -3 -2 16/2S
Mace Med 4 8 no 4 i -2 S/710
S Hv Hes S 12 no ¥ W -3 S/1S
Hammer Med 3 8 no 5 9 -1 S/10
2 3 WNar Houws S 11 no 7 " -3 S/36
", ReHvy  XK=Huy 7 14 ves= Fe 3 -S 1i0/15
Club, Light L+t 2 . no = 3 P 2S/-
* +» Heavy Hvvy 4 8 no F W -2 20/2S
Spear Med 9 R yes s -2 A 35/40
* » Short L+ 6 7 no 19 -2 . 257460
Pike By 10 1@ wyes 8 ~3 . 35/4S
Halberd X=Hvy 10 13 ves 3 -2 -2 20/30
Ruarterseafsd Lt i 7 ve=s 7 2 - 18 /28
Flail Med 7 ¥ no 14 -2 -1 157260
Morning Star X-Huvy 7 13 no 12 -3 5 12/2S
Military Pick Med S 8 ves S -1 - S/2%
FPitch Fork Med 7 S wves i -1 & 25/36@
Sickle Med 3 7 no 10 -3 -2 12/5¢®
Chair Med 3 9  ues ¥ . . 10@6/-
Botztle I+ 1 § no P2 : P 100/-
3 " ne ¥ . " Se/-

Rel Lnth .. is relative lenath of wearon

Req Str ... is Strength reauired 4o use weapon without
advaerse modifiers

Rea Dex ... is Dexterity reauired to use weapPon without
adverse modifiers
2 Unds .,.. indicates whether two hands are reauired +to

use weapon. iIf ’ves’, both hands must be used, un-—
lesz Straength is 10 greater than the Req S+r,

Adv Mod ... Adverse Modifiers: lists the die roll modif-
iers for both the To-Hit and Damage die rolls if anvy
of the following &re true:

3) character has less 4han Reg Str value for his
Strength;
or b)) character has less than Req Dex:;

—44-



or c) character has insufficient room +to emplov
wearon properly, Insufficient room ts defined
as one thae following situations:

1) anvything (walls, <rees, friendly charac-
ter ) in 3&ny two of the character’s six
adJjacent if the character §s using a
weapon with a relative lenath (Rel Lnth)
of € or greater;

or 2) ansything in any adJjacent hex for charac-
ter with a weapon with a relative lenath
of 8 or greater.

Brk/Drp ... See Optional: Weapon Breakage

Optional: The Ba&sh

This is &8 combat maneuver where a zhield or body por-
tion is used to knock into an orronent, hopefully causine
him to lose his balance, and force him back. A bash 1s
attempte during a melee round by stating your intentions
to do so, and expending <the proper amount of Melee
Points. Two 6-sided dice are rolled (2 to 12) and the
result is compared to the following table.

dice rell If Successful
Bash Type to succeed MP lost force back
Lioht 8+ 1 Q@ or 1 vard
Mediun 7+ 5 1 vard
Heavy B8t 7 1 or 2 wards
X-Reavy S+ 9 2 vards

If the dice roll indicates success, 4the opponent
loses +the indicated number of Melee Points, 3nd is moved
back the indicated number of wards. If the dice roll is
4 or more greater than the the number indicated:; the op-
ponent is knocked to the ground in addition to the above
affects.

Monster To-Hit

The monster to-hit table are wused in the same-™
manner as +the other wmearons. The onlv excaptions are
the tentacles, tails, and sucker mouth items. In these
cases, the second number is for FP damage (not HTK dam-
age as normally), and the first number is for les+t
Mielee Points (not FP as normallv). This is to simulate
the effect of being knocked around, grabbed, or held.
In all cases, an actual strike is onlv achieved if the
second number or 9reater is rolled. So, 1f the monster
had poison, (stinger,;fangs,etc.) it can take effect
only if the second number or gsreater ix rmolled (HTK).

-1S~



Optional: Special Aimed Blows

This optional rule appears by request. A spacial
area on an opponent may be aimed at (place where a
small scale is missing on huge dragon, for example).
If +he special shot is declared, and a 29 is rolled
during the To~Hit determination it is hit, and special
damage is determined by the Judge. If the srecial shot
is declared, and a3 20 is not rolled, 1 to 12 <¢random)
is subtracted for the To-Hit determination.

Optional: lLegendary Aarmns

R fighter who is prone .to exceedingly good luck in
fighting cert&in types of opPpPonents, or who redlly goes
out of his way to dispose of this type will empart a
special ability to his weapor (actually, 1t (s all in
his mind). For each 50 Htk inflicted on a single type
of monster by the same weapon, the weapon will empart a
41 on all future To-Hit dice rolls. This ability is not
emparted to any user of the weapon, unless the ueapon’s
history ha= been revealed to that user. If, upon a use
of +the wWeapon versus the particular type of monster,
the user is vanquished or retreats/runs, then he and
all who know about it will lose faith in the weapon. 1!t
will become ordinarwy. "

Melee Experience
(see alzso Experience?

It ian’t logtcal that a chAracter recieve experience
only if he kills an opponent. He certainly learns and
improves simply by fishting, regardless of +the ocutcome.
Houever, in order to significantly improwve, his opponent
must put up a meaningful fight. One learns more from a
dificult opponent than from an easvy oppponent. An indi-
cation of the ’toughness’ of a character’s opponents is
how much damage the character recieves. So, the follow-
ing exPerienca points are awarded at the conclusion of
any combat situdtion:

meiee exp. pt=.

For each HtK inflicted upon opponent S
For each HHtK lost 20
For each FP los+t S

These are in addition to experience points =&rned via
’tasks’ {(see Experience s=ction).

~16~



Optional: Facing (highly recommended)

Obviously, a character ufielding a sword in his right
hand has a Pretty tough time hitting to his left-rear

hex. This rule will assume characters use “their right
hand for 3 one handed weapon. If the character has left
handed weapon vse,

Just change the di-
agras in the obvious
manner.

As’ showun, the
character may only
dttack in the direc—
tions indicated by
the arrows. His
shield defense bonus
only counts aagainst
attacks from direc-
tions indicated.

if the shield is
worn on the back in-
stead of being held,
the character obvi-
ously gets no daefanse
bonus for shield use.
He does get automatic
deffens of +1 fram
his one back hex.

In addition, if
the shield is on his
back or if he has no

shield at all, he may =Pz WEAfOD ATONK
also attack in +the _‘ = SWIBWD OEFENSE
direction indicated

by +the dotted-line~

arrou.

A shteld bearer mav extend his shield defense +to
include +the hex with the dotted line shield indicator.
To do this, he must exrend melee points as if he was
performing a better shield defense. He can have Marei-
nal shiaeld protection in all 4 hexes by paving wmelece
points as if he had a Wormal defense bonus for an Ac~
tive expenditure, and an Active for an Exhaustive ex-
penditure. One can get an Exhaustive defense bonus for
attacks from the 4 hexes by expending double the normal
fatigue Points.

Parrvying may be done to help against an attack from
any hex +the character could attack. However, a parry
may be helpful against attacks from one hex only (per
Pparry), unltke shield defense.

-17-



Optional: Movement During Melee
The Speed of most characters is 3 vards (hexes) per
melee round. But even this has the following medifiers

{(and a little randomness):

Random Die

(1 to 6 Modifier -@rmor Class Modifier
1 -1 ] +2 -
2 -41/2 1-2 +1
3-4 ") 3-4 ")
<) +1/2 5-6 -1
6 +1 7-8 -2
9-10 -3
Intelligence + Hisdom + Bexterity Modifier
12 or less -3
13 - 17 -2
18 - 25 -1
26 - 38 ]
38 -~ a4 +1
45 - 49 +2
S@ or greater +3

The result is the character’s Speed.
During a melee round, a character mavy spend part of
811 of his HMelee Points moving ingtead of swinging a
weapon. The act of moving expends melee points. The
amount of Melee Points expended equals:
MP expended = (MP total Ix( Hexes moved)/Sree=d

The character must move into one cf his three for-
ward hexes unless he spend one melee pPoint each time he
turns. (Note that as characters gain experience, and
therefore melee points, this one MP cost of turning be-
comes PorpPortionally less).

A character mavy double his BSpeed (and so move tuwice
as far} if the follouing conditions are all met:

1} The character expends no MP for anvything other <than
movement this melee round;

2) The character makes nce tu~ns {moves orly +to his
three frontal hexes):

3) The character ONLY moved or =2urned 1ast melee round
{no weadron swinzss).

-18



Optional: Sequence of Movernent in Helee

Generally, there will be +two hostile grours of
characters (wusudlly one aroup is the plavers and the
other grour the monsters). Call one Group A, the other
Group B. The seauence is then:

(Combat Phase)’
. A moves 1 Melee Round for

F Combat Phase
1 Melee Round for B B moves
Combat Phase
A moves 1. Melee Round for ;
Combat Phase
1 Melee Round for B B moves
_ Combat Fhasw
etce.

So, there are two combat pPhases and one movement
phase during each plaver’s melee round. During each
combat phase all blows dre considered simultaneous.
The total expenditure of MPF in one entire melee round
‘cannot exceed the plaver’s &llotment. The plaver may’
excend anv fraction of his totsal during any phase of
one melee round (he mav gpend it all bvw moving, or all
in one combat shase, or he mav spread it out). Anvy de-
fensive 3ctions (expenditures of MP for parry, shield
defense, etc) taken by a pPlaver during the first combat
phase ALSO apply (help him) durine the second combat
phase in his melee round, unleas he moved +o a dif-
ferent hex in between those combat pPhases (during his
movement phase).

Optional: Uearon Breakase

Whenever 8 1 {s rolled on a To-Hit attempt {in
meleg, <there i1s & chance that the weapon used was bro-
ken or dropped. Whaenever 3 1 is rolled; consult the
Melec HNeapons List. It has a columan labeled ’brk/derp’,

wuhich gives +two numbers, for example: 10/40. The
plaver rolls a percentile die. If he rolls 10% or
under the weapon broke and s unusable, if he rolled

11% to 40’:, he dropped the we&pon to the ground, but it
is unbroken.

~1'9-



Optional: Surprise in Encounters

Hhenever the Jjudge determines <hat the characters
have encountered some monster or non-plaver/characters,
there might be the possibjility of one or the other being
'surprised’. Picture this as walking around a corner and
meeting someone, or beinz ambushed by something, etc.

The rercent chance of & grcur being surprised demends

on a number of factors. First, if one goup ts aware of
the other’s nearness, and is attempting to ambush, the
’base”’ is 88. Otherwise, +the base is 48. From this

bace, subtract the MP and TAP (melea« Points and thieving
ability points}) +otals of each awake charcter of the
’unaware’ grour. To this result, add any of the follow-
ing modifiers which applv:

in open -20
in hallwav, pPiassage +20
in forest +5
in davlight -10
light provided

only by tarches +10

Roll the percentile dice and compare with the number
obt&8ined from above. If the die roll is less than that
numbeaer, that group is surprised.

The deoree of surprise depends orn hou much +the die
roll was belsw the needed number. Multirly the differ-
ence by 2 and this result is equal +to +the percent of
melee points (HP) lost during the first melee round by

all of +the surerised characters. This reduces the
surPrised cha&racter’s movement and fighting abilitwv. If
the result is greater than 100, the excess ig lost Froa

the second melee round’s melee points.



Optiomal: Ceritical Hits

Every now and then & blow will be struck that will
be different from the normal. This is called a ‘criti-

cal hit’. A ’critical hit’ is obtained whenever the
modified +to-hit die roll is € ereater than the neecded
to-hit number. There is also a chance for a critical

hit if an unmodified 2@ is rolled, and a 1 on another
6-sided die 1s then also rolled. A 2 through § on the
extra roil means it was Just a regular blow.

If @ critical hit is obtained +the critical hit
chart is consulted. Subtract the number of melee
points the defender allocated for defaence (shteld
useyparry); from the number the attacker allocated for
that one attack. This will 9ive Yyou the ’‘melee point
differernce’ which is added to the rPercentile die roll.
Against a given defender, vyour best shot will 9ive a
better critical hit +table +than a quick shot. (More
simply, but less accuratelv., vou mav subtract the de-
fenders +total melee point allotment from the attackers
total allotment to obtain +the ‘melee roint differ-
ence’.} Add +thiz number to a percentile die roll, add
modifiers, and econsult the chart. Modifiers: -S for
light weapons, ~20 for extra light weapons.

Die Roll Damagse Multirlier Special
1-10 11X A
11-20 2X B
21-50 2X

51~60 zZX i O
61-80 3x

81-9¢ : 3X C
9+ - D

Specials:

A: possible weapon break or drop: see Opticnal:
Heapon Breakage rule and roll for brk/drp chance.
B: Sharp weapon caught for 9 to 3 melee rounds;

Blunt weapon might brk/drp as in A

C: Opporent must stagger back 1 vard, and mav .sepend
no more than 50’ of melee Points next round.
D: Consult large Special-Critical-Hit tables below

~-21~




01-04
25-08
10-14
1S-20
21-30
31-~-33
34-36
37-40
41-43
44
45
.46-48
49-50

S1

s2
53-54

SS
S6

57-59
60-61

62-70
71-73

74
75

76-77
78-79

80
81-83
84-85
86-88
- 89

. 90-92
93-94

95-98
99

00

Special-Critical-Hiz
Blade Type Weapons

Flat of blade: lioht bash

Deep thrust, double damage

Heapon &rm cut, blead-1 HTK/MR

Stemach/chest slash, get 50% MP bonus, 1{x damage
Trip-no MP for opponent, prone for 1 MR/4 GC
Doubia damage

Hearon break at hilt,; no use, double damage
Weapon break in half, use at ~4, triple damawe
Heapon stuck for 0~+2 MR, double damage

Weapon limb break + 1 x damage

Heapon limb break plus cut to bodvy, double damage
Double damage, opponents weapon breaks

Flat of blade in face, double FP damage,

blinded 1-¢ melee rounds.

Neck hit, triple damage, blnod blinds attacker
for ©0-2 MR

Neck hit, clean, cut off

Deep thrus+t, past hilt, 3x damage,now face +to
face, stuck 1-3 MR

Upper cut, arm cut and corresponding €ar,

Upper cut, leg and arm, 3x damage and bleed,

-1 HTK per MR

Deep thrust thru heart, if another opponent in
line, roll 1 in € to do same

Arm slash, muscles cut, 1x damage, defender may
use baone as light club

Triple damage

Flat of blade to neck, seindl hit, paralyzed for
(19 minus Constitution ) weeks, 1x damage

Upper cut thru Jjaw, nose, and eyes, 4x damaoge
Cleft in twain down thru middle, if mounted
break horse’s =pine

Lag cut, trirle damage

4x damage

Cleft in twain, take attackers strength/8 =
number of others to do same to, 1f around

Break parrvy,weapon,or shield thru,double damage

‘Sx damasge

Double damagae and limb break

Flat of blade to 9roin, free attack at +4 against
the back of the neck, double damage

Triple damage

Flat of blade,{x damage plus full bash,defender
drops weapon

Parry limb cut, 3x damage, if shield, limb broke
wWwith two times damage

Deer thrust, through; 5x damage, defender gets
automatic critical against attacker

Upprer thrust throuash abdomen,; heart, neck and
top of head, weapon stuck 1+3 melee rounds
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0i-¢3

24-08

29-10
11

12-14
15-20
21

22~23
24-25

26-~27

28-23
30-38
39-40

41-42

43
44-45
48

47-S7
58-59

€0-85S
66~-70

-

72-73

74-78
79

80
81-82

83
84-88

89-90

91-24
95
96

97-98
39

20

Special~Critical-Hit
Blunt Hearpons

Arm shatter, double damage -
Stomach bash, double damage(FP), atkr. gets +4 MP
Non weapon limb smash,;if shield,cracked,ix damage
Uppercut to face, jawbone pushed through top of
head, 4x damage

Weapon break, double damage

Trirple damage : ;
Shoulder smash, pectoral girdle gmaghedr no upper
limb use, double damage

Defenders weapon breaks, 1x damaqge

Defenders limb breaks and smash to bodvy,3x damage
onlvy tuwice damage if shielded

Chest hit, heart smash, 4x damage,if armor class
+8, 3x damage with hole in armor

Leg smash, 2x damace, limb broken

Double damage and bash

Full body hit to lung, 3x damage, if shielded
twic2 the damdge

Full body hit,if w/shield,roll 1 to 6 = number
of other opponents bowled over

Neck hit,paralysis for{ 19-Constluaecks.3x damage
RHead hit, 4x damage, if surviver brain damage
Upper cut, abdomen and chest, fnternal wiscera
forced out of mouth, 3x damage

Trirple damage

Lower back hit, paralyzed from waist down,

2x damage

Double diémage and full bash

4x damage

Head hit, head smashed into chest cavity

Face hit,; 3x damage,perm. blindness in one eve,
other eve i1-6 MR.nose 9one,teeth cmached one side
Triple damage

Uppe~ cut, weapon elbow, forces defenders upper
arm into necks, 4x damage

Neck hit, head ’rubbed’ off, weapon breaks

Side smash, 9o into bodvy,{Strangth/4 dice damaae,
depth of cut=Strensth inches)

Sx damage

Rib case chest hit, ribs broken;2x damase, no
exercise or heavy breathing for (19-Const) davys
Face hit, Jjaw sideswipe;lower Jjaw gone

1x damage andp leed 1 HTK per MR

Hearon beak, double damage

Double damage and 1imb break

Hea~t smash, blood spurts,blinds attacker 1-3 MR
Head hit, 3x damage, if helmet 2x damage and

desf for 1-6 hours

Spine arnd side hitsmusculature torn, bodvy folds
in half, S5x damase

Heas hit domurns;thru chest,abdomen and legs, bodvy
in half, head onr floor
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01-04
0S5-07
08-12

13-15
i6-20
2t

22

23-24
25-3e
31-32
33
34-35

36-38
39-49
Se

S1-52
S$3-63
64-70
71-73
80-84

Special~Critical~Hit
Missile Heapons

Double damage

1x damage, arrow head lodged, -2 HTK per dav
Triple damage and thru to next defender (1 in € is
critical too)

Thru shield, double damage

Chest hit, double damage and bash

Heapon limb muscle/bone seplit, 1x damage, limb
unusable

Abdomen hit, lower, bladder popped, 3x damage plus
death vi8 pojson in 1 to 3 davys,{must save)
Mouth hit, thru back of neck, 4x damage

Double damage

Neck hit, thru spine, paralvyzed, 3x damage

Heart hit, death

Head hit,with heijm 1x damage,without helm,skull
ptece gone, bratn exposed, 3x damage

Leg hit, knee shattered, broken, 1x damage
Triple damage plus bash

Hrist pinned to abdomen, double damage, defender
loses 58% of MP

Neck hit,Jjugular, 1x damage p=r 2 MR until death
Triple damage

Double damage

Irinle damage plus bash

1x damage Plus 18%,thru 7o others eaual +to
attackers strength/4, each 1x damase plus 10
Sitde head hit, thru one ear and out other; death
Chest hit, lung, 3x damage plus bleed, =1HTK per
melee round (internal)

Eve hit through to brain

Eve hit, deflect through ear of same side, double
camage; blinded 1~19 MR, plus bash

4x damage

4x damage plus bash

Thru nose, thru brain and back of head

Heart hit, 1T or 2 Oof € goes thru to other
opponents heart,repeat until 4-6, iIx damage
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Mingile

Missile leapons fo—Hit

The throwing of weapons, or shootina of missiles
requires the expenditure of melee pPoints as any other

wearpon use. This cost is outlined in Melee Point Cost
Table. The weapon is given a MP type listing on the
Misgzile Weapon chart. This 9ives the correct column +to

use on the Melee Point Cost Table.

A HMP tupe 3 or 4 wegapon (bowus other than crossbowl
may not move during the sawe melee that it is 8imed or
fired {it may be loaded or prep.ared before moving.
Otheruise, missile weapons mavy be fired at any point
during the melee rowund, even during @& movement pghase.
If an opponent is moving, the missile may be fired at
any hex rassed thresugsh, ds he fFasses through it.

The Missile Wearpon Table 1is consulted by cross-—
indexing the defender’s armor class with the attacker’s
weapon and range. Thea result is a single numbar. If
this number or higher is rolled on a 20-sided die
(after modifiers) the missile hit. AnyYy damage that is
done is applied half against HtK and half asainst FP.

On the To-Hit table, ’Rea Dex’ lists the dexterity
raquired by the character in order to employ the weapon
fully. The *Adv Mod’ aives the adverse modifier applied
to +the charactaer’s To-Hit die roll if he doesn’t have
the required dexterity. )

Mis=xile weadPons used by special monsters are listed
for convenience. The damage done by these is dependant
solelyv on the monster’s special characteristics (acid-
spitting, fire-breathina,etc.).

Mis=sile To~Hit Modifiers

These are modifiers to the To-Hi+ number uhen using

any nmissile wedpon. The number given is added to the
To-~Hit die rs3lls.

Target with Huy Shieild -3
tiled Shield -2
Lt Shield -1
Target is Sma il -1
Large +2
Massive +4
View of <arget is partially obscured -2

Target is Part. protected (trezes,etc.) «5
Target movinag -2
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Mi=s=sile Heapon= Experience

While the experience gained in melee combat depends
mainly on +the toughness of une’s opporent, this is cer-—
tainly not the case with missile weapons. Missile weapon
abilitv depends to a large extent, on one’s oun accuracy.
And vour accuray is affected very little by your
opponent’s meanness. In fact, I would sav it is harder
to hit a bunny with an arrow than to hit a @jant with an
arrow (if vYou ignore the fact that I would be too scared
to hold the bow).

Hence, we are inciuding this optional rwule section.
Note <that ft is possible to plav without including this
separate micssile expaerience.

Missile exPerience points are earned whenever a tar-
get is hit with a missile weapon:
A character @arns 20 points for each ’hit’ on a target
while in cenmbat.
A character earns 1 point for each ’hit’ on a +target
at greater than short range, in Practice.
A character earns no points for a kit at short range
or less in practice.
The benefits g9ained from missile weapons experience
include:
1) a small chance a2t 3n increase tn inherent strength
or dexteritvy; or
2) a possibility of melee point increase (character
9etting auicker); or
3) a possibilitv of increased accuracvy. Increased ac-
curacy 9ives a bonus for all future missile wzapon
uge of +1 die modifier on to-hit die rolls.
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A)

Recuperation

Recureration: Recovery of HtK, FP &8nd Constitution

The recovery of lost Hits—-to~Kill and Fatigue
Points is a process that m3inly depends upon time. A
plaver may not recover more points than hiz normal to-
tal.

HtK Recoverwy

£Each davy a character recovers =mome of his lost
Hits-—to-Kili. These are 3ained at the crack of dawn
for characters whose good/evil points are on the 9ood
side (see Clerics-Good/Evil Points}, These Points are
gained at sunset for ‘evil’-tending characters. The
amount re-covered is expressed as 8 percentage of the
characters normal total. TYThis percentage is seaugdl +to
tuice your constitution as a base > with the follouwing
modifiers for activitvy: .

Activity . Nodiffer

Complete rest in bed day & night +1S

Sleap nights (8 hour minimum):

© Travel by dav in wagon +1¢
Travel by day on horse - ~5
Travel by davy on foot =S
Occaszional walking %]
Light Werk . -10
Fighting, Running ; ~20
Heavys work [ ~25
Being tortured, floaged -35

No sleep . ' -1S

The number of HtK recovered in a dav equals the
total from  adbove (2 times constitution 4+ modifier) .
divided by 100, multiplied by the chardcter’s normal
H4K total. Any fractions are rounded up. Exanmele:
Kzaor, who has a constitution of 15, lost 4 of his 8
total HtK in a fight. He runs until safalvy away. He
then sleeprs until dawn. So he Qets
[{2x15-20}/100Ix8=0.8 which 1is rounded up to 1 HtTK

recovered by the next morning. This dav he ‘=spends

" travel ine bv footr and sleeps at night. So the next

dawn he gets [({Z2x15-5;/109 1x8=2 H+tK back, and sc mnow
he has 7 of his normal 8. If he does the same for
3nother dav he would be back to full strength at 8 HtK
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(He can’t exceed his normal total). Note that it is
possible +to have a negative percentase, and therefore
tose HtK. So a character wlth wounds might sventually
die if he is worked hard or flogged.,etc.

Fatigue Point Recovery
This is similar to HtK recover, but much <uicker.
A character may attemprt to 9ain mack lost FP any time
that he has rested at least 1 melee round. The defin-
ition of - rexst iz that the character must do nothing at
all: must ~emain motionless (mavy be standing up, sit-—
ting, or lv4ino down). Any +*ime the character has
rested he mayv roll a €6-~sided die and consult the Fa-
tigue Recovery Table. The result is a percentase.
This rercentadge is the rercentage of the <¢haracter’s
normal total FP (not lox+t FP) that he will recover. A
character may not recover more FP than he has lost.
Fatigue Point Recovery Table
Constitution Die Roll
7?-4 5-7 8=-12 13-16 17+ 1 2 3 4 S )
1 me ] S
2 1 mr H 5% 10%
- 1 2 1 mr z S% 10% 20x%
1 min 5 2 1 or s S% 10x 20x 30%
2 1 min S 2 1 mr S% 10%Z 20% 30% 49X
4 2 1 min 5 = : DX 19% 20% 30% 40X S0ox
8 4 2 1 min S $10% 20% 30% 40% 50% S0%
1/4 he 8 4 2 4 min:20% 30% 40% S0% S0O% E€9%
1,2 1/4 hrr 8 4 2 :30% 40% 50% S@% 6Q@% 70%
1 172 174 hr & 4 :40% SO% S0% 6% 70% 7S%
2 1 1/2 1/4 hr 8 :S0% S0% 60X 70X 7S% 7S%
4 2 1 i/2 1/4 hr:5S0% 8@% <—=?25%---> 100%
8 4 2 1 {2 160X (——=7S%——=> < ~180%~>
8 4 2 1 1 ===75%——=> (———180%——. >
8 4 2 18=T7S%U=> L—==—== 1Y ——m-—— >
8 4 $75% (——————~ 100%—~~—w=— >

Note that it appgars adva@ntageous +o rest short
pariods of +time and gain back FP at a faster rate.
Porportionally, one dees get FP recovered faster for
short titmes rested. However, there 1s a disadvantage:

Every time a Fatigue Point recovery ts attempted
(every time the Fatigue Foint Recovery Table is used)
by a character: his Constitution decreases temporarily
bv one. This louwered value of Constitution is used
for anv purpose the normal Constitution value would be
used for, until the Constitution is restored fsee (<)
Constitution Recovery3},

1+ iz conceivable that a charaster mayvy try to gain
back some Fatigue Points during a melee. Since the
character must rest to do so, it would be =s3afest for
#Him to slip away to somewhere ‘safe’ in order to rest.
However, a character may try to rest [ *catch his
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breath*) anvywhere and arvytime. He simply must remain
motionless for however lona he desires, and lose one
constitution Point, and refer to the Fatigue point
Recovery Table. If he is attacked or swung-at, his
rest is terminated (he will obviously dodae), but he
may expend no MP for that melee round.
C) Constitution Recovery
A character’s normal Constitution value is re-—
stored when all of the following conditions are true:
1) 1t is dawn (for ‘good’ characters) or sunset
{for ’evil’ tuypes) i
2) The character’s HtK is up to its full normal
value. )
3) The character’s FP is up to its full mnormal
value.
When these conditiomns &1l bhold, +the character’s
Constitution wvalue is restored +to its full normal
value.

Recoverv Example: Kzor 1s normallvy FPz=Z0, HtK=10,
Cons=14. After 3 battle he has FP=13,HtK=6, Cons=i4.
Assume that he rests 4 hours and then +tries +to recover
fatigue: he rolls a 2 and gets 75% fatigue back,
75%x20=15 recovered, but he only needed to recover 7, so
he is back +to his full amount of 20. Mis Constitution
droPs 8 Point because of his FP recovery 3ttemPpt. So now
he is FP=20, HtK=¢€, Cons={3. Assume it iz now night, and
he sleeps past dawn. The previous day he fought (that is
how he 90t wounded) so he gets a —-20 modifier for his HtK
recover-y. Therefore, his H+tK recovery percentage
=2x13-20=6% and so he gets €3 of 10 = @.6 rounded up to 1
HtK returned. Therefore, at dawn he is FP=20, HtK=7,
Cons=13. Note that his normal totals must be kept track
of so that they are not exceeded with recovervy.
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fhpalers

Heal ing

I+ i® possible to 9ain experience as a Healer: one
who helps cure wounds.

A character’s Healing Number (HN) is an indication of
his =uccess chance. His Healing Points (HP) value 1s an
indication of how much of an effect & success (or
failure) will have on a pPatient’s recovery.

Any character may obtain an initial Healing Number.
Just roll a 6 sided die and add 15. Subtract one for each
point JYour intelligence is above 17 (if it is). The
result is vour Healing Number (HN).

All characters (who desire) have an initial Healing
Point (HP) value of 1, unlecs vyour charisma is above 10.
Add 1 for each point that vyour charisma is above 10.

Healing Attempt

WHhen an attempt to cure an inJjured character is made.
the following oc¢curs. The “Healer® expends S fatisue
pPoints and rolls the 20-sided die. The following modif-
iers applv:.

Healer expends S5 extra Fatigue Points +1
Healer has less than S0%Z normal FP . -1
- - - " 30% = FP -3
- . = ' 192< = FP -5

The possible results are:
3) Dig roll is equal to or greater than.the HN. In this
cases +the healer’s HP ic added to the patient’s per-

centadge of HtK recovervy for +the next davy. Example:
Healer’s HP=10, patient has constitution=5, and cested
completely in bed. So his H+tK recovery would be

2x5+19=25% without +the healer’s help and 25%410=3SX
with help.
b)) Die roll is less than the HN, but not below S less

than the HN. In this case, nothing special happens.
c) Die roll .is between 5 less than the HN and 10 less
than the HN. In this cacae, the healer loses a Consti-

. tution Point, but does nothing adverszas to the patient.
d) Dte roll is 10 or more below the HN. This is a bad
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mistake by the healer. The healer’s HP are subtracted

from +the patient’s HtK recovery percentage for the
next dawv.

Notes

1) If the pPatient’s recovery percentage i1s negative, he
will lo=xe HtK and could eventually die.

2) The recovery percentage is ecalculated each day (it
depends mainly on what the character does).

3) The recoverv percentage is a percentage of the normal
total HtK (not HtK lost, nor present HtK).

4) A healer may onlvy attempt the same person once per
day. (He mav attempt as many different people as he
wishes and is able).

S) £ach attempt takes either 1/4, 1/2, 1, 2, 3, or 4
hours— determined randomlv.

6) A cdie roll of 1 is alwavys a bad mistake (as described
in (d) above),

Healing Experience

A character gadins 50 Healtne Expertence Points for
edch successful healing attemp+t.

Each time an experience rank is passed, the percen—
tile dice are rolled 3nd the bonus is obtained. HP means
the character gains one more healing point. HN means one
is subtracted from the healer’s HN.

A character’s HN maws never go below S.

i N e



TV&“ EVey,

Characters can accumulate expPerience in thieving,
and so get better at activities such as Lock-Pickina,
Pocket-Picking, Trap—-springing, Sneaking & Hiding, etc.

. The amount of Thieving-Experience Points earned is eaual
to the dificulty of the thieving attempt, and they are
earned only if the attempt is successful.

Whenever a character attempts a thieving—-type action,
the following procedure is used.

The character’s Thisving ability points ( TAP) are
compared against the Tareet’s Thieving-difficulty
(TTd), and &8 ratio is formed (divide character’s
thieving ability (TAP) points by the target’s TTd).
The target’s thieving—dificulty ¢(TTd) is determined
by:

al) If the target is inanimate, it is assignad

an inherent dificulty rating.

for examrle, if 3 character $s attempting to pick

a lock; the lock should have a Previcusly

assioned difizul%ty rating.

b) If the target is another character, use his Thiaving

Abilitv Points (TAP), or a modifier

thereof.

Optional - Modifiers:
x (1/4) if target character is not alert
x (1 to 2) if target character is on guard duty
x (1 to 6) if t3rget character has taken special

precauticons

The ratic Jjust aobtained is taken to the Thieving Suc-—

cess Table. A 20-sided die is rolled and comparede +to
the zable. I¥ the die roll 1s equal to or 9greater than
the =uccess number, then the attempt is successful. 1f
the die roll is less than the listed success number, the
attempt failed. In addition, if the die roll is lass
than or equal to the Error number, then a bad mistake has
_been made. The _effects. of this mistike are exolainad

later (or can be referee-determined).
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Thieving Success Table

Thieving Ratio Success Number Erraor Numbec
under ©.01 20 1S
2.01 19 14
.05 18 i3
.1 117 12
.2 16 11
I3 15 10
S 14 9
o 13 8
1.6 12 7
2 11 1
3 10 5
S 9 4
? 8 3
i0 7 2
20 6 2
30 S 1
Se 4 1
7@ 3 1
100 o©or more 2 1

Specific Explanatiaons
of Thieving Targets

1) Locks=

Locks =shold be assigned a target reting. Extreme—.
1y simple locks are assigned 2bout 1 or less (even
fractions). Average locks are in the 1 to 10 range..
Dificult 1locks are 10 or higher. 1¥ +the succes{i
number or higher is rolled, the lock will open. If the
error number or less i1s rolled, the lock §s messed up
( jammed, stuck, etc): For all successive attempts +the
target dificulty is multiplied by (t to 10 )> to ob+tain
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its new rating. Effectivelvy, the loclk is that many
times harder +to pick. Houwever, for experience rPur-
poses, i1t is still only worth *the noriginal value.
Traps

Traps include +things like hidden rits, spPear

traps, bear traes, etc. The target dificulty rating
it mainly an indication of dificulty to see or detect
the +trape. You could have a verv deadly trap if

sprung, but it might be obvious &and so have a thieving
target rating (TTd) of 1. Or, the trap might do verwy
little harm if sprung, but be very well hidden (have a
T¥fd in +the 10s). When a character comes upon a trap
and his actions are such That the trap might be serung
or he might see it, the success table is consulted.
The character’s thievin®w experience pPoints are divided
by the trap’s thieving ftarget rating (ITdX. This ra-
4io is referred to the success table and +the die is
roiled. If the die is greater than or egqual to the
suctess number, then the trap has been spotted and
avoided by that character. If the die roll is less
than the success number, the trap was not spotted but
it was not sprung either. If the die roll is equal to
or less than the Error number the trap has been sprung
(poor fella)d. There is no experience points awarded
for aveiding traps. Note: 1) the Judge determines +the
tyPe of trap and therefore the effects when sprungjy 2)
the TTd of the trap is independant of what the +rap
does whan sprung.

Locks with Traps (Boobvy-trapped Locks)

This is a combination lock & trap. The +trap 3and
lock ma&y be of different dificulties. For example.
there could be a very sinple lock (T7Td = .5) with a
well-hidden +trap (T7d = 5@); or any sort of combina-
tion. In this case two separate ratios are detar-
mined: one for the lock, a8nd one for the trap. Hhen
the &ttempt is made, the same die rell is wused ‘to
determine both outcomes (trap and lock). The ocutcomes
for each are the same as described above. Note that
it is possible to have a wide range of outcomes.
Ranging from totadl success (trap avoided, lock picked?
through partial success (lock Picked, bHut trap sprung?
to trouble (lock Jjammed, trap serung). The PpPlayer
only gets experience for the lock.

Pocket Picking & Puese Cutting

When attempting such an action ag2inst a lone tar~
get character, +the thieving +taraget dificulty (TTd3J
r8ting is the target character’s Thieving ability
Points (TAP . The pPlavyer should always specify what
pocket/area he is Soing to trvy to filch. Therefore,
if there was nothing in that pocket, he nwill get noth-~
ing even if he makes his success number. If he malkes
a&n error in the attemprtr {rolls hiz Error number or
less ), the target realizes what is haprening. If <the
thief gets 2 die roll in between the error number and
the success number, it means he was unable to get into
that pocket/area but the target was not alerted. Thre
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judge should be subJjective and 3erly adverse modifiers
for exceptionally dificult, repeated, or complicated
attepts. If there is a crowd, the die roll is com-—
pared against all characters uho ‘could observe the ac-
tion. In most instances, 3 character seeing such an
attempt will cry out a warning.

Sneaking & Hiding ) )

This case is |quite similar to the last one in many
wavs. The ’thief’ must state clearly what he wiil be
doing & how he will be dosng tt. The Judge wuill form
a ratio for any possible person uho might see and care
{the Judoe skould also include modifiers for how
gcod/bad a rlan it is). A successful die roll indi-—
cates that +the other character did not see the
’thief ”. An error number (or less than) indicates
that the ‘thief’ was Seen. [f <+he die " roll is in
betuean, it indicates that tha character became alert-
ed (heard feet shuffling, twig snapping or something),
the ‘thief’ "froze", but Wwas not seen. If 38 gsrour of
characters are in a posfition with & chance to see the
thiaf’, <then one sinqgle die roll 15 emploved to com-—-
Pare with @ach thieving ratio that is determined.
Secret Doors, Passages, etc.

No experience points are earned for spotting
these, Thase 9eneradally have extremely high TTd’s; tn
the rangse of 50 and much higher. Hhen the Judge
determines that & character mioht discover one, the
Judge determines the ratio and rolls one die. 1€ +4he
success number or greater is rolled, the character
discovers the sz2cret door (or whateverl. If the error
number or less is rolled,the character becomes con-
vinced that there isn’t anwv. If the plaver insists on
continuing to look, he mayy but his die rolls for that
are meaningless, as his character is onlv h3alf-
hesrtedly looking for 3iit. The Judge can pretend to
pav 3ttention to it, but will answer no success re-
gardless of +the roll. Note that ‘the Judge doesn’t
ever 4cll the pPlavers that he is checking +to see if
they discover one, unless the rlavers say thev are ac-
tively searching a particular place for_one. )

Example 1: Tel is walkino dowun a corridor. The
Jjudge sees +that he will walk by a secret door, and
secretly the Jjudge forms +the ratio and rol}s the
20-sided die. (To helpr keep the plavers unaware. the
judge should have a list of their thieving ability
points (TAP) handv). if he rolls less than the suc~
cess number, the Jjudee never even mentions it. It he
rolls greater than or eaual to ‘the success number, he
will inform Tel.
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Example 2: Tel and Kzor say that they are search-—
ing a wall for a secret door. They ea~zh roll the die.
If there is no door, the judge tells +them <that <they
don’t see¢ one. Assume there is a door with TTd = 4.
Assume Tel has 11 Thieving Ability Points (TAP), and
Kzor has 1. The Judge sesretly determines the ratio.
Tel’s thieving ratio is 11/4. This is greater than 2.
but less. than 3, which puts him on the 2 row on ‘the
Thieving success table. HKzor’s ratio is /4, which
puts him on the 0.2 rou on the Thieving Success Table.
Assume Kzor rolls an & {less than the error number).,
and Tel rolls & 10 (in between success and error).
The Judge tells them they don’t see one. They sav
they will look asgain for another § minutes. K=zor
rolls an 18. The Judge tells him he doesn’t see anv
(this s because hes rolled an ’error’ before and so
all future attempts will be negative (but +the Judge
doesn’t +tell him that)). Assume Tel then roils a 15.

The Judge describes to Tel what he sees. I¥f it has a
locks well +then on for the lock attempt... (sees (1)
Locks )

é;ecial Cases
Note that many of +the rules included in the above
s®Etion are somewhat general. These Specific Explana-

Tions are an attempt to make 1€ easy for a Judae

quickly hardle an unprepared situdation. All he has %o
do is have the various locks and traps assigned a T7d
{and an explanation of what happens if a traep is
sprung).

But, it is certainly allowable ({(desirable) for +the
character to bhave +to do some specgific act for a
specific lock to open {like say “omen-sesame"), or
have a +trap sprung only if a character walks onto a
specific spot on the floor. Or any other sort of
thing. The TTd’s and thieving expPeriencae points are
provided as some svystem +to resort +to for normal
events. The characters should at all times rely on
thelr imagination to get them throuah dificult sttua-—
tions (they should not Just+ automaticalliy resert to a
die-roll).

Thieving Experience Points

Thieving experience is earned for lock-picking,
pocket—-pickina, purse-snateching; sneakirg & hiding,
and a2nvy o*her special actions deemed of value by +the
Judage. Experience points are not sarned for trap-
avoiding, nor for finding secret doors.

The amount of thieving experience points earned is
equal to +the TTd of the target. For example: 1f Tel
picks a lock with TTd=15, wuhile avoiding a +trap of
TTd=Sy he will bave earned 15 thieving experience
pPoints to add to his total.
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Manir

What would a fantasy world be without magic?

BASIC OVERVIEW
A character attempts to ’‘cast’ a spall bv:
1) declaring i1t, and {ts characteristics:

a) when it Will be cast (how long he
nill be concentrating)

b} at what/whére it will be cast

c} what its strength will be (how much
Effectiveness (Ef) it is assigned)

275 attempt to roll the success number (SN)
or better on a 20 sided die.

3) if successful, then effect iz deater-—
mined. Savina +throws for any target
characters are made. ’

4) the spell caster expends Fatigue points
for his efforts,

it is potentiallv possible for 3ny character to cast

sPelis. Houwever, +to cast a spell, the character must
have learned it (game-wise). There are several methods
to learn spells: r

1) initial knowledoe or +ausht | in a

‘wizard’s school’ (limited <o learning
how to Read Magic, plus 2 or 3 spells)

2) redading from scrolls

3) reading from history books

4) being told by someone else

S) discovering during an intrusion into
arnother Person’s mind
6) developing it due to exPerience

(called ’experience enlightenment’)
Whenever a spPell is sained, the character adds it +to

his list of Unoun spells. Each spell on this list has
two associated parameters: an SN {Success Number); and an
EN (Effectiveness Number}. These are explained in the

following sections but a few remarks will be made now:
1 Yeach character has a SN and EN for each of his seclls;
2)These are semi-permanent: not quite permanent in that
i is Poscsible tTo chan9e thaesa; but sami-permanaent in
that these arze r=ferred +to more than once for their
respective uses.
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Success Number {(SN)

In ordar for a character to cast a spell, he must
roll <the redauired SN or higher, on a 20-sided die. For
this roll there are temporary modifiers to improve or de-
tract from +the probability of a successful cast. These
are <iven in +the +table below. .The modifiers are
added( subtracted) +to the die roll to make vour SN.
Therefore, a positive modifier to the die improves vour
chances, and a necative modifier decreases vYour chances.

Modifiers for Success Roll

Caster has less than S0Z of base fatigue -1
Caster has less than 30% of base fatigue -3
Caster has less than 10% of base fatigue -S

‘Caster unable to use hands for Phvsical spells =10
For time spent concentratirig:

1 malea round +2 1/4 hour +39 2 davs +1€
2 melee rounds +3 1/2 hour +10 4 davys +17
S melee rounds +4 1 hour +11 1 week +18
1 min (1@ rnds)+S 2 hours +12 2 weeks +19
2 minutes +6 4 hours +13 1 month +20
4 minutes +7 8 hours +14 *

8 minutes +8 1 day +1S

¥ additional +1 for eack month thercafter

Hhen a cast attempt is declared, the time that will
be =pent concentrating must also be declared. The caster
must then spend that amount of <time without movine or
<talking. if he does move or talk {game-wime) durine this
time: 10X to 80X of his modifier bonus will be liost for
e@ach disturbance. (Distracting enemy casters in the
midst of a spell attempt should be an often used <tactic
to decrease their chance of successful casts.?) Obviously,
for long concentration times, the caster should be in a
secure place,

At the end of concentration the <caster must either
cast the spPell immediately or not 9=t the modifier when
it is cast. If not cast, the time spent is lost (however
it mdy count towards UFD for that spell, see Practice).
NOTE: It is not possible to concentrate repetitively for
one <cast {e.@. Wou mav not concentrate 1 minute and then
another minute, etc. to rack up modifiers.} If vou con-
cantridte for 1 minute, and than decide to concentrate
again, the original modifiers are lost, wyou start over.



Optional: Extrd@ Time to Cast

At the end of concentration the caster has a 1limited
period of time in which to actually cast the srell. Let
the time he spent concentrating be called the ‘base

time™. Then, if he ca8sts the spell anytime from immedi-
ately to 1/8 base time AFTER he finishes concentrating,
there is no adverse eftfect (he 3ets the full concentra-
+ion SN modifier). Ffrom 18 to i{/4 additional base tinme,
he aets only 1/2 of the concentratien SN modifier. Dur-
:n3 this {time the caster ®ma8y do 3Invything except cast
another spell or concentrate on any spell. If he does,
any maodifiers 9ained from the original concentration are
losit. Example: Snid the wizard concentrates for 8 hours

with no distraction. After the 8 hours, Snid has up +to
‘one additional hour to actually cast the spell ard still
get the +14 on the die roll. After the 9th hour Snid
will only get +7. After the 11th hour he Will get no
modifier.

Inttial SN

Hhen a spell is learned the plaver records the s=pell
and its initial SN and EN. The initial SN assigned
depends on several factors: how the spell was obtained,
the spell difficulty (SD), the character’s intelligence,
and the character’s psvychic ability.

A) if the =spell i= learned via scroll, book,
or as "initial know!edge”: ’
SN = ¢Int. Mod.) 4 (SD3x(Psw. Mod.)
B) if learned via "experience enlishtenment®:
SN = S 4 (SD)x(Psv., fHod.)
C> if learned from another character:
SN = (Int., Mod.) + (SD)x(P=3. Mod.) +
{his SN) :
in the above:
SD = spell difficulty, 1listed in <the spell
chart
(Tnt. Mod.)={S~(intelligence)~(1 to 6 die)
{his SN}zsthe SN of the other character for that
smpell
(Ps4. Mod.)=Psychic Modifier
(see Psvychic Abil1tv)
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Optionals Psuchic Ability
(if not used, (Psy. Mod.)=1}

Al though evervone could Potentiallvy be able +to cast
spells, such an action is quite difficult. (Have vou
evar sesn a seell cast?). Actually there are vervy few
magic—users arouynd.

The Judse rolls a 20-sided die for each character.
The feliowine modifiers are made o this roll.

Intelligence Modifier Mental Resistance Modifier
3-6 +4 3 ~10
7-8 +2 4 -8

9-10 2] S -8
i1-12 -1 &~7 -4
13-14 -2 8 -3

iS -3 S -2
1€ -4 10 -1
17 -5 11-12 2]
18 -6 13 +1
14 +2
15 +3
16 +4
1?7 +S
18 +6

The Jud9e compares the modified number rolled to +the
following +table +to determine +the characters permanent
Psvychic Medifiers for the two types of spells. (1t is
easier to cast mental spells than phvysical spells.)

P=ychic Roll Psychic Modifier (Psvw., Mod.)
for Mental for Phucical

Spelis Spells
1 er less 4 1.2 1.0
2 1.0 2.0
3| 1.0 3.0
4-S 2.0 5.0
8-7 3.0 10.0
8-10 4.0 15.0
11-14 $.0 20.0
15~20 10.0 3.0
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Improving (Decreasinagl) SN

There are two wavys to imProve vYour SuctGess Number
(SN) for any given seell:
A) Each time another rank of magic-user’s axpariance
is achieved and the experience roll indicates an
SN improvement, the character may fmprove his SN
as follows: The character may lower his SN by a
total! number eaual to his intelligence. (i.e.,
if his intelligence is 13, he mayv lower a total
of 13.) He mavy decredse 1 -or more SN from his
choice o©of spells until his improvements have to-
taled his intelligence. There are onlv 2 rules:
1) There ixs @ Minimum SN given in the spell
list. A spell SN m3vy not be less than this
minimum.
2) At any one time, a single spell’s SN may
not be decreased by more than 50X.
Example: Snid knows +the following: Smoke at
SN=17, Levitate at SN=19, Fly at SN=2@. Snid
Just increased his experience point totadl past a
rank &and when he made his experience roll he
rclied uPp an SN-improvement. His intelligence is
6 (how did he ever become a uwizard?), so his to-
tal improvement can be €. He has many options:
hae could improve Fly the full € (+to SN=14). Or
he could improve Smoke to SN=11. Or he could im-
prove Fly by 2 and Levit8te. by 4. Or several
other possibilities. Note that he could onlwy im-
prove Leaevitate bv S (to SN=5) due to rule 2
above.
B3 SN masy also be improved by Practice. (see Prac-
tice)

Optional: Practice

This rule is an attempt to allow magic~users to prac-
tice tTo improve +their spell casting abilit:wy. However,
during playtesting it was observed +that such practice
uses up the Jjwdz2e’s and plavers’ time without anys action
taking place. 8o, it is assumed that all magic-user’s
:therentiy practice every available instant (days when
nothing is happening, nights Just before 9o0ing to sleee,
etc.) and this practice need nevar be declared. ]

Each magic~user keePps a running total of Unfatigued
Davys C(UFD). An Unfatizsed Dav is defined as a full dav
{ suns2t to sunset) during which no fatigue Points are ex-
rended by the magic-user. R dav during which onlv 1 to 5
fatigue points are expended counts as 1/2 UFD. Expendi-
ture of € to 192 fatigue Points during a dav counts as 1/S
UFD. Expenditure of 11 to 15 fatigue pPoints ecounts as
1719 UFD.

Hhenever a magic~user has accumulated 3 or more UFD
he may attempt to improve the SN of any one spell.

After this attempt is made, the magic—user loses fa-
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Spell Effectiveness

Effectiveness (Ef) is a rating of how In most sepells
it determines such <+things as volume, mass, area, dura-
tiaon, etc. H

Recorded on each magic~user’s spell list are tuo
numbers for each =pell: Success Number (SN} and Effec~
tiveness Number (EN). The EN is the waximum effective~
ness (Ef)} st whizh +the spell may be cast. Whenever a
magtc-user casts 4 spell he may cast it at anv Ef less
+han or eaual to his EN for that spell. The more Ef that
15 Put into a spell cast, the more powerful <hat cast is.

Houwever, the more powerful the spell is, the more fa-—
tigued +the caster becomes. The table lists the cast in
fatigue points versus Ef. The caster must ’pav’ a full
fatigue point for any extra Ef sepent over the fatigue
Point whole number amount. Example: 8nid is & 400 point
magic-user and so loses 1 fatigue point per S Ef. If he
rasts a smpaell with 11 Ef he loses 3 fatigue points.

These faticgue Point losses are like anvy other fatigue
roint losses: +they are temporary; if vyou lose more than
your base fatigue. vou lose hits to kill for the excess}
they can be gained back with rest (as described in HTK,FP
recovears sectionl.

Effectiveness Table

Magic User’s Maximum EN Fatigue Points
Experience Points
0-100 10 1 everv .2 Ef
101-200 15 {1 every 4 Ef
32i-600 20 1 every S Ef
€601-1200 30 1 evervy S.Ef
1281-2400 40 1 every S Ef
2401-6000 50 { every 6 Ef
6001-12,0020 €0 t everv 6 Ef
12,201-20:000 70 1 every 7 Ef
20,001~-30,000 80 1 every 7 Ef
30,001-40,000 100 1 every 8 Ef
40,001-50,000 110 1 every 8 EFf
$50,001-72,000 130 1 every 9 Ef
70,%01-100,000 150 1 every 9 Ef
100,000 + unlimited® 1 every 10 Ef

¥but, For the sake of the formulas,
ffaxinum EN=1S50Q.
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Initial EN

A) If spell is learned from scroll, book, or ’‘experience
enligktenment’:
EN=Maximum EN/2

B)Y If spell is learnsd from another character

1) other character gives it voluntarilw:
EN=(Maximum EN){Other’s od. /4

2) other character yives it involuntarily (mind in-
trusion )

ENz(Maximum EN){Dther’s Mod. /3

uhere {Other’s Mod. )=0ther’s EN/His Maximum EN

lnereasing EN

A) Whenever a masic-user Rank is attained, and the pProper
role iz made on the Experience Table, the €N of all
=spells known i1ncrelses by 5.

B) Each time a3 spell is used with an Ef eaqual to the EN:
EN oFf <hat sp=ll increases by 1.

Rememker: 1 )there is an upper limit to EN
2) caster pavys full fatigue eoint for any ’*fractions’
when cast.

Sepell Types

Anvy =pell that is cast wil f2li into one of +the
following cateaories below:;
1) General~type spells (ptysical or mental’
11) Information-Communication Spell (ment&l?}
111} Mizssile Sepells (physical)
1¥) Boelily alteration of self eor others (phvysical)
V) Hental Attack Spells (mental)
V1) Spells that affect how others perceive (mental?
Vi1) Spells that affect how caster perceives (mentall

Once the SN has bee; rolled {ecast is successful).,
the 2ffect is determined as follows (see individual
spells for ammlification).

Ture ) Most general spells fall into this categorw.

Tyee I1) The caster 93ins information. The amount
depends on EFf. Or, caster is able te communi~
cate. The clearness, distance, and duration
depends on Ef.
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Type II1? The missile emanates from hand, end of finger,
or staff. The accuracuy and power of the missile
cdepends on Ef.,

Tuype IV: Trere is a possibility that the target’s bod-s
H:1ll withstand the attempt due to it’s inherent
resistance. The target plaver will trvy what is
ropularly called a ’‘savine throw’ to prevent
being altered. This is made even if he wishes
to have the alteration. 1f more than one char-—
acter is the target, the caster may divide up
his Ef and apply it toward the targets in any
manner he wishes. More Ef applied toward & tar—
get character will decrease the possibility of
a successful ’'saving throw’ bwy that character.

Tupe V) These are difficult spells +to have effect.
These alse have a ’sgaving throw’ associated as
in Type 1V,

Tupe VI) These spells more or less deceive the target.

’ These also have a ’saving throw’, and EN is di—
vided among targets as in Tupe IV,

Saving Throus

The mind or body of a human being is not easily tam-—
pered with. The resistance is Qquite strondgg. (Howr many
people turned to stone do vou know?) HWhen a srell is cast
that tries to alter humans (Spell Tupes [V,V,V13, there
is @ Possikility the body or mind will resist the altera-
ticn. However, the more effectiveness (Ef) allocated to
the spell cast,the lower chance of resisting the spell.

Hher @ Tupe IV, V, or VI spell is cast successfully,
the +target c¢haracter rolls a 20-sided die as his saving
throw. He applies the amppropriate modifiers (see belowd
and con=ults the Saving Throu table.

Saving Throw Table

Sepell Ef Number (or Higher ) Needed to Savse
1-10 [
$1-20 %
21-30 8
31-40 S
41-50 10
51-g0 11
61-79 12
71-80 13
81-290 iq4 |
31-100 1S
101-:10 16
111-120 17
121-13e¢ 18
131-140 19
141-150 20
151-160 21
etc.

The above table ¢an be simpl'y expressed as:
Saving-Throw-Nesded=[{Ef-13/10) + 6

g7



Modtfiers to Saving Die-Roll

1) Against Type iV (physical) Spells:
Add (Constitution—-10)
Add (HTK/S)

23 Asainst Type V (mental assault) Spells!i
Add (Mental Resistance-38)
fAdd {Fatigue Points/20)

3) Against Tuype VI {(mental deception) Spells:
‘add (KHisdom-15)
Subtract (2«Fatigue Points/20)

The saving throw is attempted at the instant <the
spell is cast.

A) I¥ the saving throw is succesful (number rolled plus
modifierz is greater than or e4qual to saving throu
number }? *he cast has no effect.

Optional: If the speil was a Tupe IV or V: +the
ta~get becomes a 1little more fatigued due to his
bedvu’s or mind’s efforts. The amount of faticue
Points lost is determined as foilows. Divide Ef ap-
plied against him by 10 and round dowun. Subtract from
this number the difference betuween he rolled (during
the saving throw?) and the saving throw number needed.
1€¢ +the result is positive, this is his fatigua point
loss. I1¥ negative, there is no fatigue pPoint loss.
Example: 5SS Ef is targeted at Krol, and it is then
determined that he needs a 10 saving throwu. If Krol
rolls a 1?2, he loses S fa<igue points; if he rolls a
13 he leoses 2 fatigue points; if ke rolls a 15 or
above he loses no fatigue points; if he rolls a 9 or
less the spell was successful, so determine it’s ef-
fect. Honever, if a character has insufficent fatigue
points to lose, he loses uhat he can, hut doas not
jzze KTK.

B) If the saving throw is not succesful the =pell takes
affact.

If the spell type is IVr, Yr, or VIr, <then +the
target chariacter will probably recover with time ( the
’r? stands for ’‘recoverable’}. This recovervy is due
to his mind or bodvy’s inherent resistance finallwy
breakins free from the srells effects. Note that this
is mnot +the only wav to recover, -sou could have other
help; for example, if put asleem, vou might recover
with +time by this recovervy method,; or someone might
shake yJou awake. The following takle is given to in-
dicate the times that there is a chance of recoverv.
The ’"time after~ spell’ refers to the totai amount of
time from when +the serell was zaz+t. HWhenever this
table gives a ’c’, it means thax thers :.:s 2 ckiance of
recovery at this time. At this time, the character
tries another Saving Throw, exactly the same as the
origimnal Saving Throw that he failed., except that he
might 2et @ modifier to his die «~511 :f one is= given
in the table.
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Type of Spell

Time After Spell ivr vr Vir
1 melee round c
2 melee rounds c
S melee rounds +1c
1 minute +ic +3c
Z2 minutes +Sc
4 minutes +2¢ +7c
8 minutes +10c¢
1/4 hour +Sc c +10c
172 hour . +10c
1 hour +4c +1c +10c
2 hours +2¢c +10c
4 hours . +3c +3c +10c
8 hours +2¢c +4c +10¢
1 dav +1c +5Sc +10c
2 davs c +6c +16c
4 davs -1c +7c +10¢c
1 week -2¢c +8c +10c
2 steeks ~3c +3c +10c
1 month -4c +10c +18c
edch month -5¢ +10c +10c
theredfter

Example! Snid ¢ries to casxt a Sleep spell a2 Krol.
€av Kroi has Hisdom of 19, Constitution=14, Mental Resis-
tance=7, 14 Fatigue Points, and 7 HTK, Assume Snid
rolled his required SN or higher, and that he allocated
60 Ef to the cast. Hith 60 Ef, Krol needs to roll an 11
or higsher. However; it is a Type Vr spell s0 Krol adds:
7-8=-1 for Mental Resistance, and 14/20=0 for Fatiaue
Points and so, he subtracts one from his die roll. (If it
is @ different srell, say Tuype IV, Krol wowuld add:
1{4-10=4 for Constitution, and 7/5=1 for HTK, and so wowuld
add 5 to his die roil. If tt had been a Tupe VI spell,
Krol wowuld add: 19-15=-S for Hisdom, and subtract
2-14/20=2, so ¥rol would subtract 7? from his die roll.)
Now baclk to the assummstion that it wds a Sleep (Tupe Yr)
ereltls Krol needs to roll a 11. Assume he rolled an 11,
adds his modifier of -1, and thus failed to make his sav-
in® throw. So, he falls asleep, and will stay so un+til
phvzically awakened or until his mind finallv overcomes
the spell’s effects (if ever). .

Assuming that he is never Phvysically awdkenad (no
loud noises, nobody shaking him, etc.): The Saving Throw
Tinetable is now consulted. It 1(ndicates +that another
check should be made in 4 melee rounds (half minute). So
after 4 melee rounds Krol gets to roll the die again with
the same modifiers. If he rolls above 1t he will wake
ap . 1f he does not roll his saving <throuw, he rematns
aslezp. The timetatle indicates that his next opportuni-
+v to check is four minutes after he fell asleep. If he
fails that he will Ret another chance at one—quarter hour
past the time he first f=ll asles=sp. If he fails that, he
will ast 3dnother chance 8t one hour past the time he
first fell asleep. For this die roll, he will get a +1



modifier ( indicated on the timetable). Therefore in ord-
®r to wake up he wust roll an 11 after he adds +1 (timet-
able) and -1 ({Mental Resistance) =0 to his die roll. ¥
he fails that he gets another opportunity at 2 hours Past
when he fell asleep, this die roll gets &8 +2 (Ttimatable)
and -1 {Mental Resistance) =+{ to make his saving-throw-
needed 11 or better. This continues on until he finally
sucrteeds, or Quits trvyina.

Optionai: More Complex Saving Throws

This rule requires more work on +the part of <the
plavers and Judge, and the use of a calculator is desir-
able; hence, this rule is optional and wuwe included the
simpler saving throw rule presented above.

Each plaver will have to keep track of three addi-
4+ional valuas for his echaracter. These are the
character’s inherent resistance. Thev are:

Physical Inherent Resistance (PIR);
PIR = (Constitution) + HtK/2

Mental Assault Inherent Resistance (MAIR);
MAIR = 14 + (Mental Resistance) — (intelligencel)/2

+ HtK/S

“ental Dec=2tion Inherent Resistance (MDIR);
MDIR=(Wisdom )/2+(Fatigue Points)/15

When @ Type 1V, V, or VI gpell is cast, the E£f s
distibuted amona the target chardacter{s) by the caster in
any manner he sees fit.

For each target character, the Ef applied against him
ig divided by that character’s inherent resistance, +the
result ts called the saving throw ratio. If the spell is
Tyre 1V, the PIR is used; for Tupe V, use MRIR; and for
Type VI, the Ef i{s divided by the MaIR.

Tha saving throw ratio is taken to +the +table where
the saving throw number §s determined. A 20-sided ‘die is
rollaed and the target character must roll +the saving
throw number or greater to prevent betng affected by the
spell.

Obviously, if @ Ef is applied against a character.,
that character recievas no effect.

Note that soma spells a3 caster may wish to cast upon
himself. If it is @ Tupe IV spell, he muzt make a savin3g
throw anyway, and must fail in this throw. This is a
check of his bodvy’s i1nherent resi:stance to the spail.



Saving Throw Ratio Saving Throw Number

0.4 and less 2
0.6 3
0.8 4
1.0 )
1.4 [
i.7 7
2.0 8
2.5 g
3.9 19
3.6 11
4.3 12
S.© 13
6.0 14
7.0 1S5
8.0 i6
i0.0 4,7"
14.0 18
20.0 419
30.9 or above 20

The =aving throw number ;s the minimum dte roll need-
aed <to prevent the spaell from taking effect. If the tar-
‘'get plavar does not make tha saving throu, the spell
. takes effec*, and then he checks during the times indi-
cated on the timetable with this saving throw number used
as hig required number.




Eixch Spell Attemp* [ Review)

The order of events is as follows:

1)

2)

3)

4)

SO

The spell—saster declares

a) the amount of time (melee rounds, hours, etc.) he
wishes to concentrate, if any

b)) the Effectiveness (Ef) he wishes to cast
Then the caster =pends that amount of ‘time ( al)-above)
motionless and not tailking. If he does move or talk
(9ama~uwisae) or expend melez peoints the Jjudge will ap-
ply the appropriate modifier. If the caster chooses
to stop concentrating early, the modifier he receives
is only one-half +the modifier he would normally get
far the time he spent. (It is &8 bad de2al-so plan
ahead!) Note: while concentrating, a character should
not respond to distractions or offar advice to any
character - the Judge should note such actions and ap-
ply the penalty modifier for each one.
At the end of the time spent concentrating, the spell
cast attempt is made. Note that the caster never is
forced to cast the spall, no mattar how lone he has
concentrated. A 20-~sided die is rolled, the appropri-
ate modifiers added to the roll, and compared +to +the
caster’s SN for that spell. The die roll plus modif-
iers must be greater than or eaual to the caster’s SN
for the spell casct toe succeead. ®theruise the cast :is
unsuccessful. No matter what *ha mcdifiers are, a die
rol]l] of 1 indicates an unsuccessful cast.

The caster deducts fatigue points as required by his

Ef applied (shown in the Effectiveness Table). If th=

spell is unsuccessful (SN roll), +the caster must

deduct 1/2 the reauired fatigue points.

&) If the spell is Type 1 or 1, <the effects ars
determined.

b)) If the spell is Type 111 (a missile spell), proceed
to the missile To-Hit table with appropriate med:if--
iers.

¢c)» If the spell 15 Tuype IV, V, or V1, the target makes
hts saving throw for hif 1nherent resistance.




Optional: Backfire
o

Hhen the spell attempt is made, there is a possibili-—
tv ef a ’‘backfire’ (3 bad mistake on the caster’s part).
A ’backfire’ occurs whenever the die roll +to make SN
comes up Q ’‘{’ on the die, before any modifiers are ad-
ded. If a spell backfires, the caster will temporarily
lose one point from his constitution (see recuperation),
and will lose 1 to 6 additional fatigue points, 3and +the
spell will have no effect. If the caster has insuffi-
cient fatigue Points remaining, the excess are not - aken
as Hits-To-Kill, instead the caster 1s rendered uncons-—
cious for an amount of time corresponding to the number
of excess fatigue pPoints as shown:

Excass Fatigue Points Time Unconscious

S minutes
1/4 howur
$1/2 hour
i hour
2 hours
4 hours

O UL WN=

Optional: Extra~Successful Cast

For & really good cast, there is the possibilitvy of
an enhancement in its effects. If a 13 (unmodified? s
rolled during the SN die roll, the Ef for <¢hat cast is
. doubled from the caster originally assigned. 1f a 20 ts
rolled, tha Ef is trielad.. In either case, the caster
only pavs fatigue points for the original Ef he asciaganed
to the cast.
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1

2>

4)

S)

8)

Obtaining Spells: Explanation

Initial Knouledge

This is entirely up to the Judge’s discretion. = A
couple of comments will be made here: Since 311 char-—-
acters really should start eaual (except for luck), it
is preferable for no one to §nfttftally knouw 8nv spalls.
Ranca, the Judge may wish to have something like a
magic school, uwhere a character will learn how to read
magic writing, and perhaps learn a spell or tuwo. Ad-
mission would be tou9dh—-some test to Pass or quest to
Pperform. Another way to introduce m&gic would be:
give the plaverz a high probability to meet a friendly
magic-ucer who might wisk to impart some of his
knouledge for a favor or price or other uhim.
Reading Scrolls to Learn 3pells

Any character who is able to read magic can read

scrolls. Anvyone who cannet read magic still has a
chance at reading a2 seroll. This percant chance is
equal to Intelligence - $0 4+ (Magic €Experience

Points)/13. And the attampt mav be tried once 3 dav.
Scrolls that can be read 9ive <the reader full
“nowleda= of the srcell.
Readine@ From Historvw Boolks

Every mow and <then a history will contair a
descrirPption »of <comething a magic-user did (generally
to win a battle). So, in any history book, there is a
2% chance of a random spell description being in i+t.
However., it takes 4 to 20 hours %o read such a book.
Spelil Obtained from Another Character Voluntarily

This happens when another character takes time +to
teach vou a spell. Magicians are generally a greedy
and t{ndependant lot. s0 non-prlaver characters will
rarely teach spells. The time required is 4 hours, &
hours, 1 dav or 2 days (determined randomlvy). Note
that "Voluntarily® includes agreements made wunder
stress or torture (1 don’t know very many epeople able
to torture a acod magic user). '
Spells ®btained During an Intrusion into Another Mind

It is pPossible to “find® a spell in another maa:c
user’s mind. See the section on Planar Mind Combat.
Exper ience Eniizhtenment

This s a Process of learning new s=pells. Spells
learned +ia this rule are assumed to have been gained
by deductions., insight, luck, brillant thouaht.

Hherever a ma&gic experience rank is achieved, and
the plaver rolls 18 +to 35 on the Experience Bonus
Table, and it gives him 8n *EE", he will gain at least
one new spell. The number of spells 9ained is deter-—
mined by a (i to 4) die rell. If a four is ecolled,
roll instead a ({1 to 6) die to set the number of
spells Jjoinad. If now @ 6 is rolled, try a (1 +to 8)
die, etc. Once the number of spells gained has been
determined, 1t Is necezsary to determine which spells
will ke saired. I+ iz assumed that the neuw spells
gadined will be similar to smells alrecady known. So
randomly .
—-S55-
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a)

B)

Cc)

D)

€)

F

6>

H>

Physical Spell List

Protection Sexrlls
t) Melee Shield
2) Missile Shield
3) Fire Shield
4) Cold Shield

S) Phuysical Magic Shield

Kalls

1) UWeb

2) Ice }liall

3) Fire (dall

4) Blades

S5) Stone Ltiall

8) Iron Kall
Polvymorphs=

i) Height/leisht
2) Pol-ymorphs

3) Gaseous Form
4) Clone
Abilities

1) Terminate Own Spell
2) Booming Voice
3) Levitate

4) Slow/Haste

S) Strenath

6) Invisible

7)) Fly

8) Time Stop

9) Death Hand
Kinetics

1, Rope Trick

2) Move ObJects
3) Remote Arm

4) Spatial Leap
S) Animate Dead
6) Animate ObJjects
Weather

1) Share Clouds
2) Wind

3) Temperature
4) Prectpitation
Foul Rir

1) Smoke

2) Cloudkill
Elements: Fire, Earth;

Seell Tupes

I
1
I
I
1

L B

uLr

Ll e B e I )

L L B I ]

I
I

Hater, Air

Minimum SN

[ - - w . - -
VLV oSnemnmMAaN SN NNNN oSnanNn ocunneounuInN amnmMNnNwN

LSl

each entry below has 4 spells associated

with it (1 for each element).

1) Missile-Ball of Element II1

2) Modifs Element
3) Disrupt Element
4) Convert Elemaent
S) Control Element
€) Elemental Storm
7) Elemental Demon

1

I or IVe
1

I or lvr
1
I

20
25
30
35
40
45
S0

10

10
10
10



1)

J3

K)

A

B)

c)

D)

Bindina

1) Knock

2) Hold Portal

3) Bind Non-living
4) Unbind Non—-liwving
S) Disintegrate
Energvw

1) Lisht

2) Flame

3) Dark

4) Missile

S Hare Hood

6) Bolt

7) Cold EBlas+

]

—

I or IV

11

Pt bed bed ey

111
11

4) Magnetic/Antimagnetic 1

9 Power Hords

10) Reverse Gravizty
Demonologv

1) Raise Demons

2) Summon Pead

3) Summon Undead

Hen<tal

Commard

1) Suggestion

2) Telerpathy

3) Body CTonztrol
4) Tharm

S5) Hass Charm
Mental &Aszaualt

1) Sleepr

2) Hold

3) Mind Blank

4) Confusion

S5) Ma=s Confusion
6) Death
Fak 1rv

1) Ventriloguism
2) Slipperiness
3) Heroism

4) Fear

S) Mertal Meb

S) Mirror Image
7) Change Appearance
&) Invisibility
87 Terrain Change
1®) Nightmare
Mind over Body

1) Pain

2 ) Bodvs Heapon

3) Breatr.e Hater
4) Boco¢ Heiaghs

S) Fake fLure

1vr

i
I

1

Spell List
Spell Yypes

v
It
Vir
Vr
Vr

Ve
vr
Vr
Vr
Ve
v

vie
vie
VIie
Vie
vir
Vvie
Vie
Vie
Vim
Vir

Vi
V1
VA
Vi
VI

10
10
20
20
5SS

10
15
15
15
20
39
30
35
40
60

49

SD

15
20
25
45
100

15
20
25
35
1e0
- 100
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E)Y Perception

1) Detect Life 11 15 2
2) Detect Magic 11 15 2
3) Detect Invisible 11 20 2
4) Read Hilling Minds D(fi ¢ 20 S
S) Locate Chisct 2 25 S
€6) Probe Minds 11 30 S
7) See Invisible 11 30 S
8) X~Rawy Vision 11 30 10
83 Clairtactance 11 2 1S
103 Clairaudiene 11 35 10
11) Clairvovance 11 40 1S
12) Speak With Dead 803 =1%) 1S
F) Concentration
1) Intelligence VI 20 1S
2) Hisdom VI 20 1S5
3% Dexterity Vi1 20 1S
G) Protection
1) Mind Bar 1 15 2
2) tfall of Will 1 20 2

Speill Descriptions: Explanation

When a srell is cast the caster determines how much
Ef he is 90ing to ’give’ the cpell. -This Ef is allocated
bv the caster amony the choices 9iven. The choices in-
clude Duration, Intensity, Mobility, Extent, Amount, Con-
trol and Special. tost spells only have allocation into
a couple of these categories. It is not necessarv to
determine these allocations until the SN is determined to
be successful. The same should be run as fast or faster
than real time, and so if characters spend a lot of +time
cdlculating in detail thevy will lose out and miss the ac—~
tion.

In the spell descriptions the durations are given in
time ’steprs’. A +time step is each doubling of time as
shown on the timetable. For example: Assume a spell
lasts one time step for every S Ef allocated to Duration.
Then 1f Snid casts this spPell with 49 Ef, and allocates
30 Ef o Duration, it will last 4 minutes (see the timet-
able). At the time the spell is cast (onlvy), the caster
may declare the spell will last any given amount of time
that is less than the maximum determined by Ef allocated
to Duration.

In all % chances; the Jjudge secretely rolls +the die
to determine the result. The plavyer will not be sure what
happened. Exampla 1: The caster +tries a Detect Magic
spell ©n an obJect. The Jjudge tells him he didn’t detect
anvy. The plaver will not be sure if the object was not
magical or if he Just failed to detect it. Example 2:
The caster tries a Locate Object spell, the Judge rolls
the % chance, determines a failure, and gives the casteaer
8 random direction. The caster doesn’t &now if it is the
true direction or random.
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Descriptions;: Physical Maagic Spells

a) PROTECTION SPELLS

12

2)

3)

4)

5)

This type of spell puts up @ sort of shield.
It may be cast upon any character {including the
caster). I+ is non~transferable from character +to
character. The spell duration will be: {1 time step
for everwy Ef allocated for duration for a non-
mobile shield, and 1 time step for every § Ef al-
lecated for Duration for a mobile shield. If a
non—mobile shield is created, it wi1ll cedase the in-
stant the character moves more than 1 vard.

Melee Shield (Type 1, SD=10, Min SN=2)

This will absord 1 damage point inflicted (ei-
ther HtK or FP) for every 3 Ef allocated to Inten-—
sitv. The spell will cease az soon as 1t has ab-
=orbed its maximum (or it runs out of time {Dura-
+ion), or the character mowes (if non-mobile}).
Missile Shield {Type I, SD=1@, Min SN=2)

This will absorb 1 damage point inflicted due
to any missile {(arrow, rock, etc.) for every 2 Ef
allocated to Intensity. Otherwise same as above.
Fire Shield (Tyse 1, S[I=10. Min 3N=2)

With this, it iz impossible te get harmed by
any sort of fire. It is also imPossible to use any
sort of fire, e.9. mayvy not liokt a fire, create a
fireball, hold a +torch, etc. May be extended +to
all persons within a radius at a cost of 36 Ef al-
located +to Extent per 1 vard (1 hex} of additional
rAdius. 0 spell with ne Ef allocated +to Extenzt
will be a shigld only for ‘the ’target’ character it
was cast uron. If 30 £f are allocated +to Extent,
the =hieid wWwill include the ‘tarset’ character and
anyone who wanders into +the 6 hexes surrounding
him. I£ scomeone enters, he is ’‘shielded’. This
shielding ends for that character when he leaves
{or when +the gspell normzlly ends). If €0 Ef was
allocated to Extent, the shield extends 2 hexes (2
yards) of radius (to include anvyone in the 6 hexes
and the next 12 adjacent hexes), and se on.

Cold Shield (Type I, SD=29, Min SH=2)

Blasts of cold; or coild temperdture will not
have any affect on the character. Mawy bge extended
to include a larger 3re’ by allocating Ef to Extent.
as explained under Fire Shield abowve.

Phvysical Magic Shield {Tupe 1, SD=30, Min SN=5)

This puts up a shield to help defend against
any Tuype IV spells directed at +the shielded
character(s). WKhen it is necessary to make a3 sav—
ing +throw to save against any Tupe 1V spell, this
shield will add 1 to vyour scavins threw die roll for
every S Ef allocated to Intansity, This shield mav
be extended to incliude a lazrg=2 area by allocating
Ef +to Extent, as explainad wunder Fire Shieid
{above .



B 5 WALLS

1)

2)

3

As the name2 impPlies, <these are sprells +that
credate walls. The +thickness of a wall is given
below. The surface area depends on amount of Ef
allocated +to Extant as indicated for each =mpell
below. That surface ar=a = (lenath of walll) x
{height of wall). The caster can designate where
it will be created, but must be within 3 feet of
some Portion of it at the time it is created. A
wall will be stationary. It is possible to hack or
chip thrugh a wall with a weapon. A hi+ with a
wezapoon is assumed automatic, but roll for damase
inflicted. The descriptions below indicate how
many damage Points will make what size hole in &
wall.
jieb ( Type 1, SD=20, Min SH=2)

This web typae wall must be attached +to mome-
thing (anvthing) at the corners: it will not sup-
port itself. Anvything smaller than 1 saquare inch
can pPass through. If set on fire, it will burn
Anay in 1 to 4 melee rounds. The size wiil be 39
sqauare feet wser Ef sllocated to Extent. The uweb
lagts 1 time zstep Tor each Ef allocated +to Dura-—
tion. Can be made passable in one direc+ton (onlv).
1f 40 Ef are allocated to Special. Hhen attempting
to hack +through it, a 1 sauare foot hole will be
hracked for each damase moint.

Ice Hall (Typa 1, SD=28, Min SM=5)

This w3ll will be 3 inches thick.

The size will be 1S

sasare feet for each Ef allocated to Extent. The
wall willd last® 1 time s*tep per Ef allocated to
Duration. Can bz made one-way if 20 Ef allocated
to Special. Everv 10 damage points inflicted will

knock & 1 sauare foot hole through the ice (consid-
er a torch (or it’s eaufvalent) to inflict 10 dam-—
age points for this PurpPoze onlvy).

Fire Hall ¢(Type 1, SD=25, HMin SN=S)

This will bae 3 feet +thick flames. The size
will be 2 square feet for each Ef allocated to Ex~
tent. The fire will do damdge to &nvY person  that
passes throuah it, at & rate of 1 6-sided die of
damege (Fatigue Points) for everv 18 Ef allocated
to intensity. Hall tiall last 1 tima step for zverwy
5 Ef allocatad to Duration. It c3an be made. one—wiay
if 40 Ef is allocated to Zpecial.
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Blades (Type I, SD=2S5, Min SN=ie@>

This is a barrier of whirling swords. It is 3
feet +thick. The size will be 2 sauare feet for
each Ef allocated +to Extent. It will inflict
Hits~to~Kill on a8nyone passing through at a rate of
1 four~sided die per 5 Ef allocated <o Intensity.
It will last one time step for each § Ef allocated
te Duration. Can be made one-wavy if S Ef are allo-~
cated to Specizl.

Store Wall (Type 1, SD=30. Min SN=35)

This is stone 1 foot thick. Size will be S
square feet for each Ef allocated to Extent. It
will last one time step for every 2 Ef allocated to
Duration. One—-wavy if 30 Ef &llozated t» Special.
Hill chip throu2h at a rate of 1 square foot eer
1900 demage points inflicted.

Iron Hall (Tupe 1, SD=40, Min SN=10)

This iron is 1 inch +thick. Size will be ©§
=quire feet for each 2 Ef allocated to Extent. It
will last one time step for cach Ef allocated +to
Duration. One—wavy :f 70 Ef allocated to Special.
A one inch hole will be cut through for ever pL]
damage pPoints inflicted.

C) POLYMORPHS

1)

2)

Trese spells cause rhusical change in charac-
ters or objegts. Most of these are Type 1V spells
and therefore the targ9et character 9ets a saving
throuw. The total &€f of the spell is used to deter—
mine tha saving throu as explained in +the zection
of +these rules. If the sawing +hreu is not suc-
cessful, the spell takes effect and the caster al-
lzcates Ef to the various areas as explained below.
Height/Height { Type IV, SD=10, Min SN=2)

This spell causes the target character +to a2t
taller or shorter at a rate of 1% chanse per 2 Ef
allocated to Srecial. The character will also
increase/decredse in weight at 1% per 2 Ef allocat-
ed to Special. This chanee will last 1 +time stes
for everwy Ef allocated to Duration.

Poluymorph (Type IV, SD=39, Min SN=5)

Hith this spell, +the caster may change any
character Yo anvy sort of cregture. This change
will last 1 time stepr for every Ef allocated +to
Duration. HWhile char3ed, the character wil! retain
his own mind, MtK, FP, MP, Szr, =2%c. The only
abilities (other <+han app=zarance) he 9@ains are the
instinctive abilities of the c¢reature he i3 po-
lymorphed to. But in doing these instinctive abil-
ities, his mind must adjust to it (learn to do it).
For examele, if a man was turned into a smarrouw, he
would have to be taught how to fl4 and he would

have to learn not to 9ag on Wworms. However., he
would be a toush bird +to kill, considering his HtK
Kl IEP% As ano+ther example; if the chi&nge was +tc a

creiture with arms (An ape., he couid use weapons in
his bhands; but due to lack of muscular coordina-
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4)

tion, he would lose 10-80%X of his melee points.
Each +time he returns to this creature’s form (dif-
ferent spell each time), he would get more used +o
it (Q +to 790%, then 0 to 60%, etc.); Just as he
would 9t bettaer at flyine the second time he was a
sparrouw. At the same time, though, the shock on
the bodv will take its toll. Each time a man is
changed to a specific creature; roll pPercentile
dice: 01 to 95X indicating that he has foreverp his
original bodv. Each scuecessive time changing to
the same creature increases this likelihood by 5SX.
Being stuck with the mind of the creature is alwavs
worse than vyour original mind. You lose all accu-
mulated experience points 1n all categories (start
over .

Gaseous Form (Type IV, SD=25, Xin EN=S5)

This allows the target to turn into a gas. The
gas 1s nearly colorless and hard to detect (5% per
turn). The character/9as will move (drift) 1in a
random direction at 1-4 vywards per melee round.
Thnis movement might ke modified by the presence of
a wind. The character/qQas might drift throuah
cracks, under doors, etc. This change will last 1
time step per 10 Ef 3llocated to Duration.

Clone (Type I, SD=8¢, Min SN=30)

This srell creates an exact duplicate of <the
target. Chance of successful creation = Ef¥%. If
unsuccessful, there is no result. The Judse deter-
mines all actions of the clone. It has all abili-
ties of the tarset. It will always be antagonistic
and attempt <o ¥ill +he Yoriginal". Duration is
indefinite (urtil the clone loses its HtK).

D) ABILITIES

13

2)

Terminate Own Spell (Type [, SD=20, Min SN=2)

This spell :s used by a magic—-user who wWishes
to end a spell that he (and he alone) previgusly
cast. Remaember that spells will cease automatical-
ly when +their duration is expended; so this spell
is used onlv when the caster wishes to end a spell
‘erematurelv’. The amount of Ef allocated to the
spell determines the Percent chance of early termi-
nation of thz desired spell: % chance = Ef allocat-
ed. (Optionaily: % echance =(Ef allccated x
1002 /CEf of original spelll); the drawuback to the
option is that +the originai assianment must be
known).

Booming Yoice (Type 1, 3D=i0, Min SN=2)

This seell 9ives <The target character (cowuld be
the caster) a loud wvoice. The character, when
talking in 8 normal voice can be distinctlvy - heard
by any one within a certain number of vards, the
number of vards is esuzl to 100 tires the amount of
Ef allecatad +to Extent. The booming voice lasts
for a time =4%ual to 1 +i1me step for every 3 Ef al-
lemated to Duration.
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33 Levitate (Type 1, SD=10, Mitn SN=2)

4)

5)

€)

72

8)

)

Allows target to float in air. The target can
be 19 pounds for each Ef allocated to Amount. Will
rise 19 feet for each Ef allocated +to Intensitwv.
Will last 1 time step for every Ef allocated <o
Duration. The tarset will float at <+the height
determined unless <the caster allocates 30 Ef <o
Control, in which case +the ecaster controls <the
height—anJuhere from Q@ +to the maximum (which iz
determined by allocation to Intensity). The float-
ing obJject/person has Inertia: can not move unless
Pushed or has =zomething to grab and pJll.
Slow/Haste (Twpe [V, SD=15, Min SN=2)

The target experiences a 5% change in speed for
each Ef allocated to Intensity. Hill last 1 time
step for @ach 5 Ef allocated to Duration.

S4trenath ( T-ype 1V, SD=20, Hin SN=5)

Target will increase/decrease strenogth b { for
every 4 Ef allocated +to Intensity. Will iast 1
time step for each 8 Ef allocated to Durat:on.
Invisible (Tupe IV, SD=2S, Min SN=S)

Target becomes invisible., Anvy item in zZontact
with <the target mayy become invizible witth the tar-—
get at tha caster’s discretion. Anvything +that is
invigible can do no damase to anvything/anvybodvy.
(However an invisible persson might carrv @ visible
weapon). Any person who is totally invisible can’t
be seen. An opponent mady swing at a hex in hopes
of hitting <the invisible eerzon, but his to-hit
will have a -5 modifier. iIf the invisible person
is carring anvything that iz visiblie, a to-hit at-
tempt will only have a -1 modifiecr. Any hit on an
invisible person wiil do HtK damage even if it is
only indicated as FP damasge. Insisibjlity will
last 1 4¢ima sterp for each 2 Ef allocated to Dura-
tion.

Constitution (Type IV, SP=25, Min SN=5)

This tncreases/decr2ases the target’s constitu~
tion for a short wuhile. Change of 1 for each £ £F
8llocated to Intensitwy. Lasts one <time step for
each 8 Ef allocated to Duration.

Fly (Type IV, SD=2S, Min SN=5)

Allows target to fly. Trhe direction, speed,
and duration 1=z controlled by the caster unless 30
Ef allocated to Control in whick case direction and
speed controiied bs the flyer. HH&ximum speed :1s S
MPH for each Ef allocated +to Mobilitwu. faste 1
time step ffor each 4 Ef allocated *o Durdtion.
Time Stor (Type 1, SD=8¢, Min SN=Z)

Everssthing =tops dead in its tracks except the
caster. He is free to move. For each 19 £f alln-
cated to Special, one more character will be free
to move. The amount of time the c8ster (and thea
others ) may move with evervyone elze =z<ill is: 1

‘time =tep for eack 492 Ef allocated to Duration.
1@> Death Hand (Type IV, SD=190, Min SN=10;

In this case, the zsavin3 throw is not made un-—



til the caster/user touches +the taraet. If +the
targdet fails saving throw, it dies. The target is
the first living creature the caster touches.

E) KINETICS

1)

2)

3)

4)

Romre Trick (Type 1, SD=10, Min SN=2)

This spall gives the caster control over rope,
twine, or +thread (made of hemp, cloth, or fiber).
It will move in @any manner he wishes, including
becomind rigid. It will not break or tear. The
lendth under control is 2 feet for every Ef allo-
cated to Amount. The control lasts 1 time stepr for
every 2 Ef allocated to Duration. The caster must
be able +to see all of the rope that is under con-
trol unless he allocates Ef to Special. For everwvy
5 Ef allocated o Special; the wunseen rorpe may be
uP to 18 vards (hexes) awav.

Move Objects (Type I e~ 111, SD=15, Min SN=S5)

This spell qQives the caster the power to raise
and move obJects. There are two general applica-
tions: Just plain moving obJects; and °*flinging”
obJects at other characters. The Tirst application
is a type I spell, while in the second, this is a
type 11l {missile) sp=2ll. For the tuype 1 apmplica-
tion: the caster may move an cbJect that weighs 10
lbs. per Ef allocated to Amount., This object mawv
be moved 1 foot per Ef allocated to Intensity. The
cbhject wil! move at a rate of 1 foot per sec. un-—
less Ef is allocated to Mobility. In this case +the
object will move 1/4 foot per sec. times the number
of Ef allocated to Mobility., Note +that an obJject
moving in this type. application can be easily
dodged by any individual aware of it. For the type
I1Il (missile) application: One small rock size ob-
Ject may be “flung® for each 1S5 Ef allocated +to
Special. This is +treated as a missile weapon at-
tack;: using the Sling with Rock missile table, but
subtract one from both the To—-Hit die roll and the
damage die roll. additional accuracy of +1 modif-
ier to +the To-Hit die roll may be gained for each
10 Ef allocated to Control.

Remote arm (Type [, SD=2S, Min SN=2)

This «pell has the effect of ’extendi ng’” the
target’s hands/arms by a number of feet+ eaual to
the amount of Ef allocated to Extent. They stay
extending one time step per 19 Ef allocated to
Duration. These arms are rubbery and bendable con-

tinuously. If an oppoment attempts to hit an army
he nust subtract 4 from his die roll as +they are
harder +to hit. Howewver, thev are considered armor

class 9. In addition if the cpponent inflicts on
the arm Hits-to-Kill of ar amount equal tc one

tenth of the characters Hits-~to-Kill, +the arm is
considered chopped of f.
Spratixl Leas (Type I, LD=5d, Min SN=10)

This is an inztantansous =*ransporta®ion of +the
tar9et +to another location. This caster must be
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able to see the target, and must have at one <time
been at the destination locatien. It is well known
that all points of the time—-space continuum are in-
terconnected, and hence thig ability dependas in no
way on the distante *leaped®. For each E+, 5
pounds mav be transported.

S) Animate Dead (Tupe 1, 3D=40, Min SN=S5)

This spell allowus caster to cause body of any
dead being to move in any manner that the being was
capable of uwhen live. The caster must alwavys be in
sjaht of +the animation. iIf the animate dead at-
tempts an attack, 1ts To-H1t die roll gets & =5

. modifier. The caster may control one baody for each
5 Ef aliocatad to Amount. Spell lasts 1 time step
for aevery Ef allocated to Duration.

6) Animate ObJects (Type 1, SD=6G, Min SN=10)

The caster c3uses inanimate objects to seem an-~
imata (chairs dance, statues make Funnvy faces,
atc.’. The caster must always be in sight of +the
ofject(z). Because this srell is so urnlimited:; the
ax3ct liwmitations 9iven here are vague and must be
handied by the Judge. One man-sized cbject may be
animated for evervy 1S Ef allocated. to Amount. The
antmation will last one time step for each 1S5 Ef
allocated o Duration.

FY REATHER
1) Sharpe Clouds (Type I, SD=1S, Min SN=3)

fllows caster to move whatever clouds that are
visible into any pattern and maintain that pattern
for 1 time step Per 5 Ef.

2) Wind (Tuype I, SD=25, Min Sn=2)

faster may increase/decredse wuindspeed 1 MPH
per Ef allocated to Intensit4. May chande direc-—
tion by 2 degrees per Ef allocated +to Conterol.
l.asts 1 time step per Ef allozated to Duration.
Thiz wind change is oniyv in the 1 mile radius of
the caster position. This radius mav be increased
by 1 mile for every 2 Ef allocated to Extent. This
wind change will mnot change positions along with
the movement of the caster unless 20 £F 1s allocat-
ed to Mobilitvy.

3) Temparature {(Type I, SD=25, Min SN=2)

AdJjusts ambient air temperature 4§ degree for
each Ef allocated to Intensity. Duration, Extent
and Mebility are same as Hind (above).

4} Precirpitation (Type i, SD=30, Hin SN=2)

Causes either rain or snow depending on lecal
temparature. Extent and MobilitNy the sam=s as for
Hind. Hill last one time for allocation to Duration
as follows: (i) 1 Ef for light pPrecipitation;{(ii) S
Ef for medium precipitation;(tii) 10 Ef for heavy.

QX FOUL AIR

For both spells in this categoryvy the following
applvy. A cloud of foul air is created durina the
‘cast. This clowd stays on the sround, is circular
in =share, but also extends wpward-like a hem-



132

2)

isphere. The radius is 1 vard per Ef allocated +to
Extent. The caster must be adjacent to some edse of
it when it is cast. The cloud will move with <the
sPeed and direction of the wind., unless the castar
allocates S50 Ef to Special, in which case the cloud
stays in its initial position regardless of the
wind.

Smoke (Twpe 1, SD=25, Min SN=5)

The smoke will obscure vision. This makes i+t
harder to hit in melee: add a modifier to the to-—
hit die rolls of -1 for every § Ef allocated to In-—
tensitv., ARAlso visibility is limited to a number of
vards equal to 56 divided by the Ef allocated +o
Intensity. Will last 1 time step for everv 2 Ef
alocated to Puration.

Cloudkill (Type [, SD=40; Min SN=10?

This causes a temporary loss of Constitution
valus of any character uxnithin the limits of the
cloud. For every 20 Ef allocated to Intensity, a
character will lose one Constitution point each
turn. Recovervy of Constitution is same as explained
under Reciperation. Cloud will last i time step
for every S Ef allocated to Duration.
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H> ELEMENTS: FIRE,EARTH,RARTER:RIR

1>

23

Note that +there are sub-categories in each
sPpell listed, one for each of the four elements.
Each sub—category is an entirely different spell.
They are listed in this manner only to compare the
different svrells. The four different elements
should be +treated as four different spell ca~
tegories. For axample: for ’experience enlighten-—
mant’ if another spell is gained, the four dif-
ferent elements should be +treated separately for
the random new spell determinaticn.

Missile Ball of Element (Type 111, SD=28, Hin SN=2)

A missile/ball emanates from the caster’s hand.
He must be holding some of the appropriate element
in one hand (some dirt, or torch, or water), and
will use the entire amount when cast {(torch will go
out). To-hit = 8+ (TRraec canse in y2cds/10)

Only one ball may be
’thrown’ per sPell cast. Ef may be allocated into
either Intenstity or Control. For cach S Ef allo-
cated into Control, the accuracy improves by +1 on
the +to-hit die roll. If a hit is scored, damage is
given belowu:
1a}) Fireball .
This doex 1 to 8 FP damage for every 10 EFf
allocated tc Intensitv.
1b) Catarult
This does 1 to 6 damage per S Ef allo-
cated to Intenmsity. '
i{c) Splashball
This miaht blind the target. Use the type

IVr saving +throw and recovery tadbles. Use 2

times the Ef @llocated to Intensity for +the

saving throw.

id) Pressure Ball
Same as Selashball, only stun instead of
blind. Use 3 times Ef allocated to Intensity

for saving throw prurposes. T
Modify Element (Type 1, SD=2S5, Min SN=S)

23) Fire to Smoke
Billowing smoke pours from any firae. This
is same as Smoke spell, but gets twice as much
effect (double his Ef allocation) for same FP
expenditure.
2b) Tran=mute HMetal
Caster may change any metal to any other
metal, two ounces per Ef.
2c) Freeze Water
Caster freezes an amount of water egual in
cubic vards +to the amount of Ef allocated to

Intensity. Will stav frozen one time step per

2 Ef in Duration. ;
2d) Air-Cloudikill :

Same as Cloudkill, but caster gets twice as
much effect.
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4)

$3

Disrupt Element (Tuype | or 1Vr, SD=3¢, Min SN=10)
33a) Extinguish
Caster may put out fire in circular
aread with a8 radius egqual to 1 vard Per S Ef.
3b) Flesh Stone
This spell will turn the target to stone if

he failz his saving throw. The target migh+t
recover vi& the recovervy rules under saving
throws.

3¢) Fluids to Hater
The caster may convert ! pint of any fluid
to water- per 10 Ef.
3dY Disperse
Thae +target iz dispersed ’to  thta four
winds” - Amount dispersed is 1 pound per EF.
It is not rossible to dizsmerse a livins being,
but you can disperse his weapons/armor, etc.
Convert Element (Type 1, SD=3S, Min SN=10)
These spella convert one element to the next.
The amount converted is cubic sards equal to Ef ai-
located to Extent. Sixty divided by Ef allocated
to Intensity is the number of minutes the conver—
sion takes.
43) Air 4~ Fire
After the time needed for +the conversion,
the fire will die out unless there is semething
n=ar <o c&tch on fire.
4b3 Fire to Earth (ashes)
4c) Earth to Mud to Hater
4d) Evaporate/Boil Hater
Control Element (Tupe I or IVr, SD=40, Min SN=10)
Sa) Fire Blast
Any one fire will explode. Any being
within +the blast radius mioht be stunned and
blinded if they fail their zaving throw which
iz based on EFf allocated <o Intensity. The
blast radius $s 1 vard per 4 Ef allecated 1o
Extent.
Sb ) Lrack Ground
Caszter can dezignate where a crack will ar-
pear. The earth separates 1 vard per 16 Ef al-
located to Intensity. The cragk w1ill be 2@
vards rer Ef long.

5z) Part Water
A bodvy of water will semparate 1 vard par S
Ef allocated to Intensity. The length will be

Z2® varcds per Ef allocated to Extent. It will
last one +time step per Ef allocated +o Dura-
tion.

Sd)Y Heather Tunnel
Al lows & passade throush storm, cloudkill,
‘etce. One vard uWide per 12 Ef in Intensity;
109yards long per Ef in Extent. Lasts one time
step per Ef in Duration.
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€) Elemental Storms (Type I, SD=45, Min SN=10)

€a) Fire Storm

Burning fire falls from the skv. Moves
with speed and <direction of the wind. Lasts
one time step pPer Ef in Duration. Falls in

circular area of 1 vard radiuxs per S Ef allo-
cated to extent. Does 1 to 4 HtK damage per
turn to anvone in area for evervy 10 Ef allocat-
ed to Intensity.
6b) Avalanche/Mud Slide
Anyone near steep hill or mountair has a
percent chance of being hit eaqual to the number
of Ef allocated to Amount. If hit, damage will
be 1 to € HtK per 1S5S Ef allocated to Intensitv.
6c) Hhirlpool
Possible only in water. The ship it is=
cast at has a percent chance of being sucked in
aqu8l to half tha Ef allocated. 1¢ ships creuw
abandons ship, the chance of their being sucked
in is one quarter of the Ef allocated.
6d) Tornado
’ i A storm of a radius equal to one vward per S
Ef allocated +o Extent. Movas in direction,
but at twice the speed of the wind. Does 1 to
6 FFP damage +to each being caught by it per
every 10 Ef allocated to Intensity.

7)) Element¢al Demon {Type 1, SD=5Q, Hin SN=19Q)

& nearly invizible demsen is summoned. [t 18 in
all respects as described under Demonolegy (sce
Demonology spell categorv) except where noted
below. Only one demon may be summoned. It will
remain one ¢time step for every Ef 8llocated +to
Duration.

738) Fire Elemental
For every 10 Ef allocated tc Intensity, the
demon has one-half HtK , 20 FP, 6 MP. Its

Speed §is 8 vards per melee round, and is armor

class 4. The to—-hit and damagae caused by its

attacks is the same as for a medium mace.
7b) Earth Elemental
For every 10 Ef alloated to Intensity, this
demon has 12 HtK, 4 FP, and 3 MP. It is armor
class 10 and has a Speed of 1. It attacks like
it has an extremelv heavy Hammer.
7c3 Hater Elemental
For every 10 Ef allocated to Intensity, the
demon has 9 HtK, 3 FP, and 3 MP. 1t is armor
class 4, and has Speed=10, but must stay in wa-—
ter. It attacks like it has a heauvy Hammer.
7d) Air Elemental
For every 10 Ef allocated +to Intensitvy,
this demon has 2 HtK, 16 FP, and 8 MP. I+t is
armor ciass @0, and has a sp=ed of 18. 1t at-
tacks like i+ has a light club.
I3 BINDING

1) Knocck (Type 1, SD=10, Min SH=Z)}
This spell will free stuck doors, or magi-~-
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J)

2)

3)

4)

S

cally held doors. The percent chance of suc-
cess is the Ef at which the spell uwas cast.
Hold Portal (Tupe I, SD=10, Min Sn=2)

This spell mavically holds doors shut. Any
gttempt +to open the door is reduced by 3 per-
cent equal to the Ef allocated +to Intensity.
This reduction will be in effect one time step
fFor every Ef allocated to Duration.

Bind Non Living (Type 1, SD=20@, Min SN=5)

This holds things together. The amount of
force (weight) required +to pull apart is the
=quare of Ef allocated to Intensitwy. Will =stawy
together one time step for eversy 5 Ef allocated
+o Duration.

Unbind Non Living (Twwe 1, SD=2@, Min SN=S)

This 3pplies @ force &t the desired spot to
pull two things avart (or break something).
Farce appliad is the square of Ef allocated (Ef
x Ef).

Disintegrate (Type 1 or IV, SD=55, Min SN=10)

When used to disintedrats a being the sav--
ing throit attempt ts made. If 1t fadiledr the
creadature/being is reduced to a pile of ' dust.
There is no recovery from this condition. Hhen
usaed to disinte9rate an inanimate obJect the
volume disintegrated is Ef cubic feet.

ENERGY

1)

2)

Light (Type I, SD=10, Min SN=2?

There are two possible applications of this
grpell. One is a blindineg flash which has an Ef
percent chance of blinding for 1-4¢ melee rounds
anyone looking at the caster. The other appli-
Tation 1s A continuous light. ihis will lioght
to 1/2 davlight level a circular area, with 1
vard radius for everv Ef allocated to Extent.
It will last one time step for every Ef allo-
cated to Duration. The area covered will be in
a circle around the caster; uniess 25 €f is al-
located to Control. in which case he is at an
2d49e of +the circle of licsht and it will be in
the direction of wherever he faces. The light
will stav stationarvy where cast, unless S5 Ef is
@llocated to Mobility, in which case it will
move aAlong with the caster.

Flame ¢ Type I, SD=15. Min 3N=2)

A fiame is produced 2t +ha Tip of the
caster’'s thumb, The intensaty of this flame is
proportional to Ef. The =exact oc&arameters of
this flame must be referee— determined, because
th variety of uses and conditions is too large
to detail easily. As a guide S Ef will produce
a flame about the intensity of a cigarette
liohter and lasting for { melee raund. And
note *that to set scemething on fire 9generclly
reauires the application O0f an intense flame
fer 2 rcasonable amount of tima=.
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3) Dark {Twupre I, SD=1S, HMin SN=23

This produces 3 darkness (like night with
no stars or moon). All parameters are the same
as for the Light spell. If a Light spell and
Dark s=pell are cast such as to &ffect the same
area or part of the same area, the one most re-
cently cast has dominanca.

4) Missile {(Tuype 111, SD=1S, Min SN=2)

A maqgical misslile emanates from the
caster’s finger. The misstile, if §t hits, does
1-4 damagse. The to-bhit is determined as a short
bow. One missile will emanate for each 1S Ef
allocated. Houwever the accuracy may be im-
proved by +1 on the to-hit die.roli for each
additional 10 Ef allocated to each missile.

S) Warp Wood ¢ Type I, SD=20, Min SN=S)

Caster is able to chanse the zhape of any
Piece of wood of Ef cubic feet volume. The to-
tal volume must remdain the same. Just the share
changed.

6) Bolt (Type 111, SD=39, Min SN=5)>
: " This is & magical belt which emanates from the
caster’s hand. Damage is 1-6 par 31Q EF allocated to
intensity, It is 1@ vards long and cdn be hurled an
extra 300 vards for each 1@ EF put inte distance. If
the target saves ves. magic, the damage is ome-half of
normal. The *to-hit? number is S + Lvards range/310J +
. tareet sPeedin vards s the caster can gex A bonus of
one on the to~hit’fﬂr each S EF allocated to accurac¥.
'7) €old Blast (Type 111, SD=30, HMin SH=5)
Thi¢ is & moving wall of coldness moving
at a greed of | vyard per melese round paer EF
allocated to mobility. The wave emandates from
the caster’s finger in a 60 degree spread. It
is 4 vard thick plus @n additional yard thick
for each S EN allecated to intengity. Each vard
of cold that a2 target is in causes a Joss of 1-3
fatisua Points and 3 constitution poiwnt (tempor-
ary). It’s maximum range 1s 3@ vards Plus an
additional 100 yards for each AS Ef allocated for
) ranga.Q tair9et mav try to dodge the wave by ‘taking
the ratio [speed of targetsspeed of blast] and
multiplving by 108, this is the % chance of a dodse,
which takes 56X of a4 charecter’s MP to do.

8) MHagmnetic/Anti-Magnetic (Type I, SD=3S, HMin
SN=5)

The caster mas attract or repel metal. The
weight attracted’/repelled is S timez the Ef al-
located to Intensits. Range is 1 vard per 2 Ef
allocated to Extent. Spzll lasts one time step
per S Ef allocated to duration.

93 Powser Hords (Type 1Vr, 8D=40, Min SN=2)

This spell affects +the closest character
directly in front of the caster who can hear
the caster. The saving throw is attempted by
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the target. The Ef for this attempt is the 81—
located Ef if +the caster uwishes to stun the
target. Use Ef minus 20 if the caster wishes +to
blind +the target., Use Ef minus SO if the cas-
ter wishes to kill the target. the stun 3and
blind results may recover with time as ex-
rplained under Saving Throws.
10) Reverse Gravity (Tuype I, SD=60Q, Min SN=5)
Everything falls upward in tha area
Prescribed during this spell. All the parame-~
ters are the same as for the Light spell except
Duration: The spell will last one time step for
edch 3@ Ef allcczated to Duration.

K) DEMONOLOGY

1)

2)

3)

Trese spells summon beings from the neth-
erworlds. The beings will be summoned for the
duration of the spell and then return. The caster
must remain in visual contact with them at all
times, and may cast no other spell; alde he loses
control of the beings., The being will then be hos-
tile to the summoner and control cannot be re-
93ained. Ef of the sprell* is allocated into two
areas: Duration and Intensityv.

Raise Demons (Tupe I, SD=40, Min SN=10)

Summoned lPemons will remain one time step for
every 4 Ef allocated to duration. The number sum-—
moned is cho=zen by the caster. To determine +the
parameters of each demon take the Ef allocated to
Intensity, divide by the number summoned and sub-~
tract 10. This is the Demon Points (DP). A demon
will have 1 HTK. S FP and 3 MP per =sverv 19 Demon
Point=. Ali demons summoned at one spell cast are
the sawme. These demons have a Speed of 4 vards
(hexes) per melee round, armor class 1, .use the
to-hit table of, and do damage with, Medium Fangs.
Summon Dead (Type 1, SD=45, Min SN=10)

The dead bodies of the beinas sunmoned must be

pPresent. The rercent chance of summoning is 4% per
Ef alloccated te Intensity, divided by +the number
the caster is attempting to summon, If successful,

they will remain one time ster for each 5 Ef allo-
cated to Duration. They will have all the abilities
they had Just before they died (so it wouldn’t be
too 9Qood to summor somethina that died of old age-
it would be pPretty decrepait .

Summaorn Undead (Tupe I, SD=T0@, Min SN=15)

Hill rem@in one time step for 2verv €Ef allo-
cated to Duration. Divide Ef allocated to Intensity
by the numb=r summoned and subtract 20. For every
10 of +the resul+t, the Undead beings will have 2
HtK, 1® FF, and 3 MP. a1l wili have & Speed of 2,
armor class 2. The caster mavy chcose which one
mediur, he2vy 2or extra hea'd wuearcn thevw tiill  use.
If any blow struck b4 an Hndead keing is suprosed
to do HTK 2asmazse, t'.e charact2r +oaporadrils loses 1§

—
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40 19 constitution points instead. All attempts to

hit the undead being have"_a -5 To-Hit modifier.




Spell Descriptions — Mental

A) COMMAND

B)

1)

23

39

4)

S)

Suggestian (Type ¥V, SD=15, Min SN=5)

If the target fails the saving +throuw he will
think/consider whatever «was suggested. Onlvy
suggestions which are not directly harmful or des-
tructive are 3allowed. The Jjudge must be careful,
but still allow inventive characters to use origi-
nal suggestions.

Telerathy (Type [, SD=2@, Min SN=5)

Caster may transmit his ° thoughts +to another
character. This will last one time step per 5 Ef
allocated to Duration. The chance of successful
transmission is 2% per Ef allocated to Intensity.
Body Control (Tuype VIr, SD=25, Min SN=2)

if the target fails the saving thrsesw, the cas-~
ter g&ins total control of one limb (randomivy
determined’ of the target until the <target recov-—-
ers.

Charm (Type Vr, SD=45, Min SN=5)

If target fails the saving +throw the caster
9ain$s total control of the target until it recov-—
ers. The target character will automatically re-—
cover 1f it s ’ordered’ to do anvything self-
destructive.

Mass Charm (Type Vr, SD=1002, Min SN=10)

The caster may attempt to charm up +to his Ef
number of characters. Only one saving throw (that
of the character with the best chance of succeed-—
ing) ig made for the entire aroup. The entire
group recovers 3ll at the same time also.

MENTAL ASSAULT

o))

20

2)

4)

S)

6)

Sleer {Type Vr, SD=15, Min SN=2)

The target will fall asleep 1f he fails <the
saving throuw. He waill remair asleep urntil he re-
covers (via saving throw)., or someone Jjars him
awakae, or 8 hours pass.

Hold ¢ Type Vr, 3D=29, Min SN=5)

Same as Sleep, excerPt the terget will *freeze’
until he recovers {(via saving throws?’.
Mind Blank (Type Vr, SD=25, Min SN=5?

If saving throw is failed, the target will lose
1 to 18 Intelligeance and 1 to 18 Wisdom, and all
spell casts will kave a8 -5S die modifier for the SN,
until he recovers.

Confusion (Type Vr, SD=35, Min SN=10)

I¥f saving throw 1s failed, the target may nrot
expend Melee pocints to do anything other than move
until he recovers.

Mass Confusion (Type Yr, SD=100, Min SN=15)

This spel)ll has the same effects as Confus:ion
and worYs in the same manner as Mass Charm.
Death < Tuyre V, SD=10®%, Min SN=2)

If the target fiils the sa+vinz *hrow:, he dies.
No recowverau.
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C) FaKIRY

1)

22

4)

S

6>

7

8)

92

Rl]l effects described below occur if the target
fails its saving throw, and lasts until it recovers
(via savinag throws).

Ventrilsoauism (Type Vie, SD=1@, Min SN=Z)

The target will believe someone/something else
is talking, rather than the caster.
Slipperiness (Type ¥lr, SD=1S, Min SN=2)

The target will think the floor/wround is slip-
perwv. If he moves more than one vard per melee
round, he will slip &and fall.

Heroism (Type VYir, SD=15, Min SN=4)

The target will believe that he himself 15 a
powerful fisoshter. He gets +S5 MP.
Fear ( Type ¥Ir, SD=20, Min SN=2}

The target will run in fear and comntinue run-—
ning until he recovers.

Mental Heb (Type VIr, SD=20, HMin SN=5)

The target believes he is stuck in web-like
strands. Loses half his MP until recoverwvy.
Mirror Image (Type VIr, SD=25, Min SN=4)

The target will see an exact duprlicate of the
cas<ter, and has a 59X% chance to choose the correct
one when swinging or anvything. Lasts until
recovery, or until caster shusically hits the tar-
get with an obJecTt.

Change Appearance ( Type VIr, 8030, Min SN=5)

The target thinks the caster looks -like the
caster’s choice of man-size characters.
Invigibility (Type VIir, SD=35, Min SN=5)

The tareet will not see whatever the caster
desires it not to see. MWill termirate if it comes
within 1 yord of an ’invisible’ obJject. (Also ter-
minates upon recovery as do all other ‘r’ spells.
Terrain Change { Type VIr, SD=4Q, Min SN=25)"

The target will believe the ground looks like
the caster desires it to lcok. Any ground within 3
yards of target will seem normal. ’

10) Nigshtmares (Type Vir, SD=5&, Min SN=10)

The tarset sees some horrible creature chasing
him, but it never catches up to him.

D) MIND OVER BODY

1)

23

33

The following effects occur only if the saving
throw is failed,

Pain (Tuype VI, SD=12, Min SN=5)

This allows targat to withstand any pain . for
one *ime =tep per 2 Ef.

Bady Weaponry (Type VI, 3SD=20, Min SN=S)

Target’s hand acts &s a wedapon. Lasts one time
step per S5 €Ff 2allocated +to Duration. Tupe of
weapon depends on amount of Ef allocated to Inten-
Fitvy: 10xlioht club; 30=medium mace; E@=heavy mace;
SP=ext. heavy hammer.

Breathe Hater (Type %1, SD=25, Min SN=5)

May breathe wa+ter for one +ime step Per every
12 Ef.
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E)

4) Bodv Ueight (Type VI, SD=30, Min SN= S)

AdJjust bodvy weiaht . 1% change par Ef allocat-—
ed to Amount. Cne time step per 4 Ef allocated to
Duration.

S) Fake Cure (Type VI, SD=40, Min SN=10)

This will change 1| HTK per 5 Ef +to Fatigue
Point damage, However, the HTK will reappear in 3
to 18 davs.

PERCEPTION
1) Detect Life (Tupe 11, SD=15, Min SN=2)

Caster hasx a chance (2% per Ef allocated to In-
taensity) to detect if there is anv life within a
given direction and distance. The distance is S
vards pPer Ef allocated to Extent. This detection
m3ay be made through walls, rock, etc.

2) Detect Magic (Type I1, SD=1{S, Min SN=2)

Caster has a 2% chance paer Ef to detect if an

obJject has 3 magical aura.
3) Detect invisible (Type 11, SD=28, Min SN=Z)

. Caster has a S% chance per Ef to redlize <hat
. somgthing invisible is mear (uwithin £f yards).
4) Read Uillinog Hinds (Tupe 11, SD=20, Min SN=S)

This is a ‘reverse telepathy” and works in +the
same ;mannar ( but opposite direction) as the
Telepathy spell.

S) Locate Object (Tupe 11 3D=25, Min SN=5)

Caster will have a 1% chance rper Ef of learring
direction {(but not distance) of the desired obJject
from the present location.

€) Probe MHinds (Type [I1, SD=30, HMHin SN=10)

Caster has a 1% chance per Ef of obtaining an

answaer from the mind of another person.
7) See Inbisible (Type II, SD=30, Min SN=5)

The caster has a 5% chance per Ef of seeing
something that is invisible.

8) X=Ray Vision (Type I1, SD=30, Min SN=10)

The caster can see through 1 inch of anvything
per Ef ailocated <o Intensit\, in an area of 1
square foot per Ef allocated to Extent. Lasts one
time step per 10 Ef allocated to Duration.

9> Clairtactance (Type 11, SD=35, Min ESN=5)

Caster declares exact direction and distance,
and Judge tells what he feels (with hands) at that
point only. Gets one feal pPer 10 Ef. May change
location for each feel.

19) Clairaudience (Tuype 11, SP=3S, Min SN=10)

Same as Clairactance except that Judae +tells
what he would hear at that rPoint. Can ’listen’ one
time step per (0 Ef.

11) €lairvovance (Tupe 11, SD=48, Min SN=15)

Same as Clairtactance, but Jjudge tells what he
would see if he were at that point looking in the
direction the caster (s looking. Gats one wlimpsa
(mavw change location for each 9liimpse’ pPer 25 Ef.

12) Speak with Dead (Tupe II, SD=50, Min SN=15)
One duestion will be ansuered (uwith. 75%¢ chance



of correct answer) per 25 Ef.

F) CONCENTR&TION

These are all temporary increases/or decreases
of one of +the targets’ characteristics. The
choices are Intelligence, MWisdom, or Dexteritwv.
This is a Ture VI srell, and so the target must
fail its saving throw to have an effect (even for
an improvement). If <the saving throw is failed;
the characteristic will increase/decrease 1 for
each Ef allocated to Intensity. This change will
last for one time step per 19 Ef allocated +to In-
tensity. =A]ll three spells are SD=20, Min SN=1S.

G) PROTECTION

1)

2)

Mind Bar (Type 1, SD=15, Min SN=2)

This gives the caster protection against tupe
Vil seells. If any such srell is directed at him,
the *attaclker’s® Ef is lowered by the amount of ETF
allocated +to Intensity on this spell. Will last
one time s+ep for evervy 4 Ef allocated to Duration.
€Can be extended to include ail characters within a
radiuz of 1 vard per S Ef allocated +to Extent.
This defense will only move with the caster if 5 Ef
is allocated to Mobilitv.
Hail of Will (Type I, SD=2@. Min SN=2)

This iz the same as Mind Rar, except it works
against Tuype V spells.




Gptional: Magical Devices

Anv character with mere than 1099 Magic Experience
Points is able to empdrv a8 magical aura upon 38 rPhysical
1tem. This ttem will then be called a Magical Device. The
Device will now “contain® spells and the advantage of
having such a device in its ease of use.

The phuysical item to be used may be virtually any-
thing. Keep in mind, however, that somethine too emall
is easily lost, and something too large may be hard +to
carry around. Popular items are staves, amulets and rings
(even weapons).

Once the i1tem is selected, it must be readied. Any
particular item will initially ba from -25% to 75% readv
(1 to 100 die roll -25). Anvy character with more <than
1000 Magic Experience Points will be able to tell how
‘readvy® any item is. If the {tem is not otherwise spe-—
ci@l in any wayv {many like it can be found}s, there is no
seénse in wadsting time rolling dice to determine the ini-
tial readiness~Jjust assume it in 70-75 perrcent ready
{(e.9., it is neccessary to roll from ~25% to 75% if +the
character wished to use his one~of~-a-kind item, for exam-—
ple: his zircon-encrusted *weeczers. [f many durplicates of
the s:item c¢an e found, it can be assumed that the best
one has been found).

Now: the item must be rdised to 108% redadvy. First add
your intelligence to its initial readiness. Now, each fa-
tigue Point rermanently lost will raise it by 2%. These
are permanent loses { The character’s nermal total fatigue
point total is reduced by the proper amount).

Once the item is 100% ready, a spell mayv be emplaced.
The character mayvy choose any of his spells. After an ex-—
penditure of 1 permanent HtK by the character (ves-
permanent! ), the spell is "part" of +he device. The SN
and EN of the spell in the device are that of the
character’s at that time—it never will chanse.

At the time the spell is emplaced;, the character must
designate what will trigger the spell. The “trigger®” is a
specific action by the holder of the device. The’trigger’®
mady b2 vervy complicated: @.9., must be during full moon
and must Jump up and down 3 times while reciting °"Re@rub-
neffualtreknad®. Or it may be simple: if the holder savs
"Stopf® the time stop spell will go iInto effect. Note
that complicated triggers will 4ake time to employ (suf-
ficent time may not be available during a malee).

Alsoe, an indication of how the spells target will be
determined must be made when the spell is emplaced. For
examplie: the firebaill will shoot straight out of the end
of its sword-or- the staff will put to sleer whoever it
is pointed at.

Additional spells mavy be emplaced in a device in the
same manner (and at the cost of one permdanent HtK each).

However, for each additional spell emplaced, there is a 1
“in 12 chance that it was "overloaded®; and ail previous

enplaced spalls lost. )
Hthen a device is used to cast a spell it is in all
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Kra¥s similar to 3 normal spell except as noted anvuwhere
in thiz rule. The SN and EN are thosé of the spell when
it nwas emplaced. There are never any modifiers to the SN.
The fatistue Point cost to cast such a spell us=sing a dev-—
ice is 1 FP per 10 EN.

[+ mioht not be obvious, but there is a huge number
cf things that can be done with this magical device rule.
Examples: A suword that contains a Heroism spell directed
3t 1ts user,; triggered whenever a HtK {s scored 3gatnst a

monster. Carpets which flv when sat wuron. Rings +tha+t
cause invisibility when worn. Etc.,etc. Note tha+t the
spell cast is automatic when triggered. The Fatigue

Point cost is paid bv whoever triageéred it.
Below are some examples of a few pgossibilities.

A sword with a heroizm spell, triggered by drawn bliood or
a ma9ic woerd.
A sword with a light spell triggered by holdine the sword
verticallv.
A necklace of tnvisibility set off by body heat.
Tue bracelets that when touched +together emits a fear
sepel 1.
oA ring with a stone, turning the stone to the right em-
parts magical resistance +to its user, to the left
causes the user *o become confused. :
A mirror that when looked into turns the viewer to stone.
A wooden shield with an ’iron wall’ spell acgtivated by a
wearon blow, giving the user 8 +3 on defence.
A cape of flving, triggered by Jjumping off a cliff for 50
feet (SPLAT! on 43 foot cliffs).
Helmets tha+ when worn cause 3rowth or shrinkage of the
wearer, or that emrpart a8 detection spell.
A belt that levitates its wearer when placed in +the
correnct mo+voch
Remember, 211 a8 magical device creator has to do is
simply sawy wha*t the triggering mechanism is, once done,
it cannot be cranged,. Alzo remembar that no one except
the credator knowus the trizzer, finders of devices wiili
not ¥now it unless told or through trial and error, in
fact, thaey should not even suspect & find is & magical
device unless a ’detest magic’ spell indicates the possi-
bili*v or the finder~ 3ccidentallwy trzggers the mechanism
(let’s hore he remembers how .

-~
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Optional: Scrolls

Anvy Physical Magic Spell may be written down on paper
(a scroll). Obviously, the character must have paper to
do so. The time needed to write is 1-6 hours.

Once a scrol!! has been read and learned, the charac-
ter may cast the spaell as another spall, or he may cast
it by reading it from the scroll. Reading it to cast has
sore advantages and disadvantagses. When reading i{ts there
is a +12 modifier to the SN die roll (but NO other modif-

iers). The scroll must be in hand and read during the
cast. It takes 0.5 melee rounds per 16 Ef <to read the
scroll. The fatigue pPoint cost is only 1 fatigue Point

rer 10 Ef. There is a areater chance ¢f mistake due +to
mis-reading: a die roll of a 1, 2 or 3 during the SN die
roll is a backfire (see Backfire).

Magic Experience

A chardcter reciktves 9uaranteed experience points in
magic for e3ch time one of the following is dccomplished:

magic expP. pts.

For learning new spell 100

Successful spall cas<t:
al) if SN was greater than 20 100
b)) if 15 ¢ SN < 21 50
c) 1f 12 < SN ¢ 18 30
dy if 5 < SN ¢ 11 19
e) if SN < < 9
f) if cast with Ef = EN So

As with all experience, 4hese are in addition <to
Points earned via ’tasks’. (gee Experience)
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@lprics

Good and Evil

Clericism 1s a category of experience in which ex-—
perience points are earned by doing or promoting one or
the other of the two opposing forces in the wuniverse,
g9ood and evil. The growth in experience, though, is dif-
ferent from the other cate@ories in that vour point total
can aonly be in one of the two sides, 9ood or evil. There-
fore, thz higher number 1s the side @ chardcter is on;
further actions in +this “"force"™ give experience pPoOints
while actions in the opprostte *force” subtract experience
points, cevaen +to cauce thae Person to switch to the other
side. From this it can be seen that most people will
remdain around ©@ or fluctuate between good and evil. On
the other hand,; those characters that are truly g9ood or
evil will be abie <o use these "forces” to Promote it
further. Ali characters should keep a track of good/evil
points so they may ba catagorized fer purposes that will
be exmlained below.

Clerical miracles are different <+than magic spells
that in rather than &ffecting an obJects pPhysical or men-
+3il state, it affac+s the nature cf an objact in altering
its composition of <the 2 powers. A cleric can cause 4
tuypes of miracles, detection miracles, miracles caused by
helding back the orposing force, holding back the orpros-—
ing force wbhile holding your suwn, or withdrawing your
force auickivy, causing a "vacuum' which can have phwysical
effects. At any moment, good and evil are at odds with
each other, tryina to gain control over the other. This
has an effect on the success, fo~ an individual or obJect
with good “controlling” or permed+ting it will be protect-

ed in some way from evil (harder to move evil in) mira-
cles. This is reflected in saving throws vs. c¢lerical
miracles. (see Clerical Saving Throws). The point <to-

tals of characters in their cieric category becomes im-—
portant in that this represents the character’s ‘amount”
of good and evil 3nd affects his resistance against the
miracle. 4 charactsr who s really @uil will be protect-
ed from good, :hile evil miracles would have a greater
chance of success. Again, g9ood and evil cdeeds (rated in
a “task*® form-see Tasks-Clerical) are rewarded:  and the
difference determines vyour own personal good or evil les-
son. for exampie, 2 plaver starting out 2ets 39 ‘good”
points and 19 “ewr:l1" points. His total for clerical ex—
perience would be 22 {to the gnnd}. If he gets 10 more
good it would g0 tc ."20-goo0d”. 1f he then earned 5@ evil
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‘points, his total would be (309 + S5Q@e)s 20-evil. This
constant change of pPoints continues on throughout +the
character’s life.

Energy Points (EP) & Special Power (SP)
In the experience bonus table the cleric will be able

to gain Energy Pointz (EP) and Special Power (SP). Ener-
3% points allow the cleric to cause miracles due to their

good or evil nature. Clerics mav cause miracles of a
difficulty {Miracle Bificulty € MD) equal to their EP to-
tal or belouw. The cleric uses his energy points as he

causes miracles at the rate of 1 EP/miracle, regardless
of miracle difficulty, redgardless of whether the attempt
succeeds or f8ils. As +the character temporarily de-
creases in EP, it 9ets harder for him to cause more mira-
cles. It should be noted that the cleric may cause mira-
cles of difficulty equal to his normal total EF, not his
temporary EP value due to previous miracle attempts.
Good clerics renew their EP +to the maximum (100%) at
dawn, evil clerics 9o to 100X at sunset. When ’‘renewed’,
the character is back to his full normal maximum EP.

The other total, Special Power (SP), should be ‘kept
as a series of seperate totals. The 1SP, 2SP and 3SP
rolls represent separate abilites, that 3re not to be to-
taled together. If a character rolied "t1SP* twice and
*38P" once, it should be recorded as "+1,+1,+3". These
numbers allow the <cleric to trvy to cl3use miracles of a
higher difficulty than their maximum. (& +1SP +to & EP
cleric can <try3¥ a miracle of difficulty 3, normally not
"allowed him.) Once done, the cleric loses the appropriate
SP Bonus. In the abovae case, it would 9o from +1,+1,+3
to +1,+3. if he tried a miracle of difficulty {9 or 11,
he would have had +to remove +the +3 and could not do
another +3 until he rolled again on the bonus table. No-
tice that this does NOT give the cleric any temporary EP
increases to improve his chance of success in <the mira-
cle.
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Miracle Attempt

Yo succussfully cause a miracle; the cleric must roll
greater than or equal to a total of (16 + MD - EP) on a
2@ sitded die. This die roll mav have a modifier for time
spent . concentrating., These modifiers are the same as
those listed for concentration for magical spell casting,
exceprt that 3 should be subtracted:

Time spent concentrating die modifier
1 melee r~ound Q
2 melee rounds Q
S melee rounds 2
1 minute (=10 melee rnds} Q
2 minutes +1
4 minutes +2
8 minutes +3
1/4 hour +4
{72 hour +5
1 hour +6

dnd so on (see Success Number in Magic rules?

In any miracle attempt, if the 2@ sided die roll is less
than the number necessary for success, the cleric will
talke damage (in fatigue points) eaual to the amount under
the required number.

Clerical Experiesnce

It should be stated again that all char&cters have
9oo0d/evil points, and all belony in one of the categories
(a through g). Howewver, by definition, a cleric must
have greater than 1000 points in either direction (good
or @vil). So, &8 cleric has performgd Quite 3 number of
good (or evil) deeds. A cleric is defined as one uwho has
accumulated so many good (or evil) points <that <through
all of his rolls on the Experience Bonus Table, he has
rolled at least one EP (Energy Point). Therefore, it is
possible to become classified as a cleric after onlv 1000
good (or evil) points, if You are lucky; or one might
never achieve {t.

Each time @ cleric gains good/evil points such that
he passes a thousand-mark, he gets to roll on the Experi-
ence Bonus Table in the clerical column. If he reverses
direction (toward evil from <o00d, or vice versa) and
passes & thousand-mark, he rolls on <the +takle, but he
loses any result. For example, if a character has 10,00¢
good points and thern 9ains 1909 more good points, he will
get & roll on +the Bonus Table. If he then loses 1000
Qood points (HBy carning 1000 <vil points) he talkes anoth-
er roll but subtracts the result {if any).

Hisdom is the special characteristic that is impor-—
tant +to clerics. Characters with @ low wisdom might not .



even realize whether any act is good er evil., . In order
to reflect <this. the chart below will be used to deter-—
mine the % bonus or penalty for any good or evil points
awarded:

Wisdom X Bonus
3-8 -30
7-8 -20
3-12 -10

13-14 -]
1S +S
1€ +10
17 +1S
18 +20
19 +21

etc.

Clerics with 15 or @reater wisdom receive 1 EP wupon
reaching their first 1000 good ({or evil) points, in ad-
dition to the normal! bonus roll! for Passing a +thousand-
mark.

Examela: Dine the meelk has Wisdom=16, FP=5, HtK=3,

and assume he has 202 g9ood points. Next time out.,
somehowu he gets 1200 evil points (must have raped his
grandmother, then tortured her, +then killed her,

etc,etc.!). Since his Hisdom is 18 he Zets a (0% bonus
and so actually earned 1320 evil points. This puts him
at 200G +1320F = 1120E. He passed a thousand-mark, so he

gets a roll on the Experience Bonus Table. He also gets
the automatic 1 Energy Point <(EP) for his first
1000-mark. He now c3In try to cause miracles of dificulty

(D) 1. His success number for such a miracle is 16 41
-1 =16. In order to cause a miracle he must roll a 16 or
greater. Assume he tries and rolls a 13. He loses 3 Fa-
tigue Points, and he would use up the one EF for the rest
of that davy. One dayvy Dins meets Gok the Good, and Gok
+ries a miracle of dificulty (MD? 3 on Din=. Assume Gok
has 11000 experience points on the gcod side. Consuilting
the Clerical Saving Throw Table, and knowing that Dins
has 1120E and therefore is category *f°, it is seen +that
Dins needs to ro0ll 3 8 or better to save himself....
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Saving Threws versus Miracles

For miracles to take effect against a character, that
character gets 3 chance to make a saving throw. This is
due to the inherent rower of the w=ocod or evil forces.
The character’s good ¢r evil rating will determine what
nunber he must roll on a 20-sided die to prevent the ef-

fects of +the miracle. A plaver will be in one of 4 ca-
te<cories in either a4 @9cod or evil direction. These are:
Neutral ¢(d)
usually good {(c) or usuallv evil (e)
gcod (b)) or evil (f)
very good (a) or veryy evil (9g)

and the one that describes a character depends
on his 9ood/evil point total:

Good/Evil Pts Tending Geod Tending Evil

Q - 200 neutral (d? neutral (d)
201 ~- 500 usually geood (<) usually evil (e)
Sé1 - 2000 good (b} evil (£
2001+ very good (a) very evil (g)

Clerical Miracle Saving Table

Evil versus ~-~~> a b c d e f g Evil1/Good P+ts
fiood versus ——-> g f e d4 e b a of attempter

5 6 7 8 9 1e 11 Q@ to S,0e0

e 7 8 9 10 11 12 SK to 10K

7 8 9 10 11 12 13 18K to 1SK

8 9 10 11 12 13 14 15K to 20K

9 10 11 12 13 14 15 20K to 30K

10 11 12 13 14 1S 16 30K to 45K

11 12 13 14 1S 16 17 4SK to €SK

12 13 14 15 t6 17 18 65K to 9¢eK

13 14 1S 1€ 17 18 19 30K to 120K

14 1S 16 17 18 19 20 120K +

Miracles that have a saving +throu associated with

them uze +thae above +table. The character causinag the
miracle is called the 3attemmter. Determine the <“areet

character’s category (a,b.c,d.,e,f,or g}. AttemPptor is
either evil or good. This, with target’s category aives
correct column, Index this with the attempter’s Good or
- Evil peoint total given in far right column. The result-
ing number must be rolled or grgataer for the targeaet char-
acter to succeed in his saving throw. If he rolls equal
10 or gred3ter than the number, he will not be affected by

+the miradcle. (In this cd38se there is nro penalty to cler-
ic, other than losing the 1 EP), If the die roll is less

than the number, the miracle takes full effect.



Clerical Miracles

All miracles have a durdtion of one hkour or until
daun for an evil cleric or sunset for a8 9cod cleric,
whichever is longer (unless otherwise noted). The range

of the iniracles wnhich have 38 saving throw is as far as
the cleric can see. Hhen exp. pts. is referraed <o, use
“he cieric’s number of goad/evil points. All cares belouw

uhere trere is a phrase "exp. pts./some—number”, divide
the cleric’s g9ood/evil points by the ’some-number’.

MIRACLES WHICH REPEL THE OTHER POMWER
Pratecticr -~ Miracle Difficulty (MD) = 1

This mirdazle gives a 41 on saving <throws/20,000
experience points of the cleric causing the miracle,
a2¢ainst @ mirdacle of the orFPOosing pouwer. It can be
Qiveas 12 pretact the cleric or another being.

Furife/Teint ~ HD = 1

The ab:ilitry te make food and water edible or
tainted. {1f {ainted, eating causes sickness and loss
of 50% of FP for i{9-constitution hours).

Cure/douns — MD = 1

#®] 3} ous the cleric to cause healing or inflict
wounds tin  th=2 amount of 1-€ HtK for each 20,900 ex-~
perienc2 roints of the cleric. SubJject to saving throw
for the tareet, even if favorable to the target.
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Fates — MD = 2

This miracle allows the cleric to re-roll any die
roll that he is present for. He must state before +the
die is cast that he will try +this miracle. He +then
chooses which roll will applvy.

Polson/Neutral ize Poison - MD = 3

A miracle which makes poison harmless or turn sub-
stances Poison. The effect is pPermanent, unless
changed by the same tupe of miracle.

Summoning Evil/Good Manifestation — MD = S

This will summon @ being in 1-4 melee rounds with
1-6 HtK, 2-12 FP,1-6 MP, and 1 unit of armor class/
10.090 experience Foints of the cleric. It carries one
weapon of the clerics choice and is responsive to his
voice only.

Cure large wounds/Inflict large wounds - MD = 5

ks *Cures/Wound”, but will double +the amount of
damaee cured or fnflicted (and double again at 100,000
and 200,000 experience points) and can mend or break
bones. Usa saving throw.

Protection from Evil/Good - MD = §

A barrier surrounding the cleric in a radius = +to
his experience points/1,000 feet. Each 19 feet of bar-—
rier gives & +i saving therow. Any being of the other
pouwer entering this radius if it is not moving is sub-
Jject to 1-6 FP damage evaervy 10 fget.

Call of Good/Evwil - ™MD = 6

This miracle causes the voice of <+the cleric <o
wound as loud as thunder. This c¢an also cause stun-
ning to all to all within 50 feet of the cleric. The
stun lasts for 1-4 melee rounds /20,008 experience
points of the cleric. Duration = 1 call.

Silence - MD = 2

The causing of all noise about the cleric in a ra-
dius = to cleric¢’s experience points / 1,000 feet, ex-
cept )\3"{591‘? if he so wishes.

Blaess, Good or Evil -~ MD = 3

When placed upcen a person or object, it gives 3 +1
bonus +to all die rolls against the obJect or person
from the other power and a +1 on all ‘attacks against
the other power. At 75,000 exp. Pts. +2, at 150,000
exp. pts. 43, ate.

Curse/Remove Curse - MD = 3

‘This causesz or removes a discomfort; locks change,
or c¢haracteris+tic drain. In causing discomfort (itch,
breath block, twitch, etc.) it causes a 10-60% /75,000
exp.pts. Qasainst an opponents HMP. If used on a
characteristic (STR,INT,etc), subtract 1-¢6
Points/75,000 exp.pts. To remove a curse, & curse
must already be there. This effect 183sts until removed
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or until {S-constitution ucelkk{(s?. Subject +o saving

throw.
Cure Disease/Cause Disedase — MD = 4
The ability +to cure/cause sickness in exp.

Pts./10@ beings (as a tainted food consumpPtion) or a
single serious sickness in one being. Lasts wuntil
cured or healed. SubJect to saving throw.

Heroism/Anti-Heroism — MD = 7
This miracie causes a person to fight (in terms of
HE ) as a higher or lower experience fighter.

Add/subtract 1-6 MP/ 30,00¢ exp. Pts. of the cleric.
Tame/Stampede ~ MD = 7
The ability to cause or stop a stampede of unin-
telligent beings.
Paralysis,Blindness~cure or inflict — MD = 8
Cxusing or curing either of +the above maladies,
Subdect to saving throu.
Dispell Evil/Good - MD = 39
Cavusing an opposing miradcle to be dispersed, or as
a direct assault against another of the other power
inflicting a 1,000-20090 experience point loss to the
being in his cleric category {good or evil, it ap—
sroaches Q). Or causing 1-10 H+tK/25,000 exp.pts. Sub-
ject te saving throw.
Good/Evi! Power Word - MD = 10
A single utterance by the cleric causing different
ef ects depending on who heres it (within exp.pts./100
Jards ) due to their goodness or evilness. To those in
category D - stun 1-6 melee rounds, in € or E - 35 D
and 1--5 FP damage, in B or F - as D.C,E and 1-6 H+tK
damage, in A or G - ax B,C,D,E,F and 1-8 additional
HtK damage. Subje#ct +o saving throu.
Symbol - HD = 10
As "Peuer Word®, except that an object is denoted
which causes +the above effects when locoked uPon. No
saving throw.

DEETTION MIRACLES

Detctinn Good or Evil - MD = 1%
Allow detection of a being of opPpPosing or same
POUWEr.
Directior - MD = 2 Gives the vector {direction only)

to 3 32ivew place krioun by n3me to the cleric.
Direction ObJjec*t — MD = 8
Gives the vector (direction and distance) +to &
given obizct/pPerson pPreviously touched by the cleric.
Poivarapth — MD = 4
Tan detect “truth or lie® of a statement or ges-—
ture maée“bg énother being. SubJectT to saving throw.
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MIRACLES OF HOLDING BOTH FORCES

Hold -~ MD = 2

The ability to “freeze’ in their tracks i-6 indi-
viduals for 1~ minutes/20,000 exp. Pts of cleric - or
to *freeze® 1 individual for a standard clerical dura-
tion. Subject to saving throu.

Domination — MD = 4

The ability to give simple commands to
creatures/beings as suggestions (not directly harmful
to the target), such as "look that wav®, "ignore us®,
*scratch”.

Force Field - MD = 8 This miracle places a force field
vs. phvysical obJjects as an iron wall in an area of
lexp.pts/1001 feet squared, or in a radius as °silence
miraclie®. The wall i€ placed perpendicular to the
facing of the clertic, in front or in back of the cler—
ic UP t0 [exp.pts/1001]1 feet awavy.

Crush — MD = 10 "

The ability to "focus=s" a force field=like Princer
wherever +the cleric wishes (as force field) doing ei-
ther: 1) an area crush (2 ‘walls’ 1/2 size of
force field, or 1 full size downward) doing 2-12 FP
which does 2-12 FP and 1-6 HtK per minute per 50,000
exp.pts of the cleric; or 2 a small pincer (hand
size, for limbs, throats, etc) which does the same
damagse. The cleric mav at any time limit the damage
done (so to Just pin the opponents). Crush is invisi-
ble.

MIRACLES HOLDING BACK EITHER POWNER QUICKLY
these cause phvysical manifestations
Flame/Extinguish - MD = 2
Causing or extinguishing small flames in a radius
as a Silence miracle (or less)
Erurtion - MD = 4
Causes any inanimata obJject’s inxides +to sPew
forth (like 2 9evser ) doing damase in a radius eaual
to [exp Pts/59003 foot radius. Anything inside radius

takes damage. Amount depends on closenes to center.
Each 1@ feet from the edae (touard center) §s 2-12 FP
damage. Cleric mavy pPoint to ground and it will erupt.

Elec2rical Discharge - MD = 8
Th2 cleric points to the target and an elesctrical
dischargae occurs there, doing 1-6 FP damage/10,000 exp
P¥s. SubJect to saving throu.



Earthauaks - MD = 12
Causes earthaualkes and vaolcanic eruptions in a ra-
dius equil +to or direction up +to exp. Pts./5,000
miles. The cleric may protect amy areas before <the
miracle happens
Eclipse — MD = 12
Eclipsing of the sun or moon for a duration of
exp. Pt./20,029 hours.
Pillar of Fire -~ MD = 10
This creidtes a non~moving tornado of fire doing
1-20 HtK damage/10,000 exp. pts. of the cleric. The
pillar is exp. Pts./100 feet high with a radius as
*Silence”. It’s duyration is exp. Pts./16,800 hours or
less.
Crack Eartk - MD = 41
A mird=le causing the earth to =split exp. Pts./10
feet wide and exP. Ptx./5:000 miles .lovae ip anu one
direction. The crack can be up to 5 miles deep. Stin-
dard duration.
Part - MD = 2
The ability to part oceans, rivers, forests; moun-
t3ins, etc. fTor eadasy erassage. Length and width as
*Crack Earth".
€3!1 Winds - MD = 4
The calling 6f the Wind a8t the cleric’s back = +to
exP, Pts./1,000 HMPH.
Aninave ObJjects - MDD = 6
The ability to cause obJjects to shalke violently up
to exp. Pts./10 pounds of obJectl(s).

I+ shouid ke noted that a good or evil cleric can
try to cause any miracle (3 good causing wounds or
evil curinae damage, for examplel as long it wPromotes
Fis eun mwower or force. If it does not do this he
should lose many (task 1-12) experience points to the
other power.




Lxperience

Experience is the generil tere usaed +to refer +to a
character’s improvement with age and practice. it is
measured in ‘expPerience points’. A character mav earn
-experience in any or all of a number of categories:

a) Fighting (melee weapons)
b} Missile (missile weapons)
c ) Magic

d} Clericism

e) Healinag

f) Thievery

A plaver keeps track of his character’s experience
points separatelyw for each categorvy.. As experience
' points are earned and awarded; the plaver adds <them +to
the correct experience categorv.
There are certain amounts of experience points,
called ranits. These ranks are:
=12
100
200
350
S0
750
1000
1500
2000
and each additional 1000 thers-aftar.

Whenever a rank is exceeded, the plaver gets 3 roll
on the Expertience Bonus Table. He cross-indexes a per-—
centile die roll with the correct column of experience.
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Experience Bonus Table

% Die Fighter Magic Thief Cleric Healing MHissile

Qi-17 MP FP,SN TAP — et +1 Acc
18-3S MP,FP EE TAP EP HP -———

36~-50 Htk.,FP FP,SN TAP — —— s

51~-60 HtK.FP FP,EN TaP SP FP - -

61~70 FP FP,EN TARP —— N MP

A =-2S FP FP,EN — 2SP HP -

76-86 MP,FP HtK - - HN -
87 Str Con His 3sP His Str
88 Dex - Int - Int Dex
89-90 Con int Dex Wig 4P —
91-93 FP SN - - HP --
394-98 FP EN - EP FP -
S3-00 roell &a9ain +twice to gain +two bonuses

where:

MP = 1 melee point gasined by character

HtK = 1 Hit to Kill o o e

FP =1 Fatigue Point & v v

Str = 1 3trength ” - "

Pex = { Dexterity B Wiy TEm m

Con = 1 Consti4ution 3 i 2

Hie = 1 Wisdom . ». X

Int = 1 Intelligence L = -

TAF = 1 Thieving Rbility Pt ° » »

HP = 1 Healing Point N » 2

HN = Headaling number decreased by one

SN = SN’s o~f magical spells lowered by total eaual

to Intelligence

EN = EN of all magical spells raised by S

EE = new spell g3ined via ’Experience Enlightenment’

EP = 1 Energs Point gained by character

SP =1

’stcial Pouer’ @ained by character

For a deti3diled explanation of exactlvy what all of
these Aare, see the appropriate rwule section. All points
gained in this m3nner are permanent increases.

(Note for Plavers famil8r with other fantasy rule
sets: Each experience level in other rule sets
corresponds roughly to 6-to0=10 ranks in this rule set.)

Earning Experience

In each cateservy, exrerience Points are Aassigned in
two generdal manners: via the ’gauaranteed’ table ., or via
the ’‘task’ table.. The guaranteed +table is for points
th3at are =arned each and every time a specific action oc-
curs. The task talbe is not as specific. and the Judge
1s allowed much freedom 1n the awarding of points. I+ is
important to wote that any experience #arned in one ca-
tegory is added together in that category, whether earned
as guardnteed Points or as task points. fs 3 clarifica-
tion, remenber that madic exrerience points are kept
separate from melee =xperience points, for example; but
4the ma3gic exrariznce poin®ts might have bezan zarned either
as guaranteed ®oints, or task soints.

The redason Tor these genz2ral task points becomes



cledar in the followirg example: Etihor the Toush Jumps a
guard from behind 8nd kills him. Meanwhile, Jasan fiohts
his way into a prison:, k:lls a 9uard, freecs a ceptive,
and escares. It is cilear that Jason should have earned
more experience pointx than Ethor, Howavar, it is possi-—
ble +that both Jason and Ethor inflicted and suffered
equivalent amounts of damage, so from +the guaranteed
tables, +thev would recieve the same amount of experience
points., This {s wh=re the task table comes in. I+ &=
jused to akard the vague, nebulsus experience points. But
note that it is dificult to sau exactly how mand more ex-—
paerii@nce points Jason should receive. That is whv the
*ask tables 8re very general in nature. By being gen~
eralsy +they can be applied in any situation; if it was
made more specific, its usefulness would be limited.

Guaranteed Exrerience

points earned
Fighting (melee wearons)

Each HtK loss tnflicted upon opponent )
Each HtK los+t by self in combat 20
Each FP lost by self in combat S
Magic
For leadrning a neuw spell % 100
For successful spell cast:
a) if SN is greater than 20 100
b)) 1$ 15 ¢ SN ¢ 21 50
c) if 10 < SN ¢ 18 30
dy if S ¢ SN ¢ 11 10
el if SR < S Q
£) if cast with Ef = €N : 50
Nissile wedpons '
‘For sach Hit on targ9et in combat 20
For each Hit on target in practice 1
Heal ing
Each successful healing attempt 50
Thigving
For success: . points eldrned ='TTd of target

Clericism
For making a saving throw against a miracle 20
(most clericesm experience comes via the task table)
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Task Experience

As explained abowve, the amount of experience points
earned via ’tasks’ is very subJjective. UWhenever the
Judge decides that a plaver has accomplished an act +that
uould empart valuable experience, he calls it a ’per-—-
formed task’, assions it a task level, and auards expPeri=-
ence points. Below are guidelines and a basic set of
task level assignments.

Task Level Exp Pts earned
1 19
2 3@
3 50
4 75
s 100
(S 150
% 200
3 250
S 350

i0 500
11 759
12 10¢0

The tasis have been divided into 12 levels? 1 being the
’easiest’, 12 ’hardest’.

It is reccommended that +the Judge Wkeep an ever
lengthening list of what tasks are assigned to uxhat lev-~
el. We have provided a partial list belou. We regret
that our list does not cover all possible

For most tasks, the firct time a character performs
it, he earns the full amount. Each time thereafter that
the same char&cter performs the same task, its worth to
thim drops one task level. Something repeated over and
over, emparts slightly less experience each time. Houev-
er, some tasks should not deline in this manner (for ex-
ample: fighting as a rear guard probably never ‘gets
eld’).
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Example Task Table - Fighters

These tasks should relate to constitution, Strenath,
8and military prowess.

Task Level 1: military guard duty, mock figshting, weapon
pPractice

Task Level 2: expPloring, JjumPing pits & fissures.

Task Lewvel 3: scaling wals, merely seeing 8 20,000+ ex~
Perience point monster.

Task Level 4: seeing a 50,0004 exp. Pt. monster, being
subject to a magic spell or miracle.

Tack Level S: @ladiator arena bat*tla, subduing a ‘voung’
cleric or magic user

Task Level 6: seeing a 100,000+ experience point mon=~

i ' ster., pParticipating in a tournament
{ jousting).

Task Level ?: hand to hand fight with a large animal,
being subject to 3a powerful spell or mira-
cle.

Task Level 8: escare from prison/dungeon; being Ffirst

) ‘over the 4op’ in an attack or charge.

Tas¥ Lavel 9: fighting a 100,000+ experience pPoint mon-
ster, rescuing another from a prison or
dungeon

Task Level 10: being a “rear guard’ in battle

Tasl Level 11: rescuing a human zacrifice from middle of
ceremony.

Task Level 12: fightin 38 130,000+ experience point mon-
ster, subduing a powerful cler:i¢ or magic
user.

Example Task Table - Clerics

The points awarded will 9o +toward either 900d or
evil: any character is awarded good points for good ac-

tiona and evil points for evil actions. Gond and evil
points canekl each other, o at any one time a character
has an amount of only either good or evil points. { see

the Cleric section for a full explanation of good and
evil and experience points.)

Task lLevel 1: Evil: stealing

Task Level 2: Evil: going out of your w2V to do evil;
Good: 4doing an honorable thing.

Task level 3: Evil: tormenting any being; Good: an act
that ’brichtens up’ anc-ther’s existencea.

Task Level S: Ewvil: phvusically injuring a non-hostile
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being; Good: caring for an injured being
until well.

Task Level 6: Evil: a non—phisical injurs of a friend;
Gnod: doina +the honorable thing when it

; hurt=z bad’.

Task Level 7: Evil: capturing an imprisoning innocents;
Good: freeing innocents from a pPrison or
dungeon .

Task Level 8&: Evil: abandoning any being in vour party;
Good: setting an enemvy free.

Task Level 8: Evil: phvysically injuring a friend or com-—
~anion} Good: restzsringd another’s stolen
pProperty o status.

Task tevel 11: Evil: an aect that makes vour Judge blush:
Good: risking vwouer life to do good.

Task Level 12: Evil: {wouw!); Good: (73,

Additional: 1 Task Level per difficuity of Micacle,,

Example Task Table - Magic Users

All of these tasiz should deal with magical devices
and spells.

Task Level
Task Level
Task Level

lowering & srell’s SN
lowering a spell’s SN to0 its minimum.
finding a new librarv,
Task Level creating a macical device.
Task Level battli:mg an 2nemvy magic uvser.
Tesk Level! 7: rdaising a8 d=2mon.
Task Level 8: capturing an enemy magic user.
Task Level 9: summoning undead successfullw.
1

Task Level * plamnar travel.

I AN~
= T 16

e

£y

Example Task Table - Thieves
Thaese should deal with dexteritv and thievina.

climbing wslls

eluding & search.

cheating at aambling.

eluding an all-ocut manhunt.

Task Levsail stealing the Jjewel in a religious idol.
Task Level : stealins the whole idol.

Task Level 9: escape from a pPrison or dungeon.

Task Level 10: stealing an ide! during temple smervices.
Task Level 11: s4edling a kino’s crown or crown Jjewels.

Task Level
Task Level
Task Level
Task Level

PERTERTS

onUwNn*=

Example Tasks - Miscellaneous

For healinzs: +treating wounded during a melee misht be
a Task Level S; being a doctor during a full scale army
battle might e & Task Le=-cel 5.

For miss:ile :yeapsn experi=nce: shooting an apple off
+he head cof a2 friend would be asbout a Task Level 10,
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Additional Experience Notes

Note that in all the experience tules above, points
are never earned for finding gold, silver, copper (or any
moned3}. This is totally intentional. Money is its own
reward: it <can be spent and 9oods and services can be
bought. The idea that a man becomes a bettar fighter
upon finding a sack of gold is foolish.

Optional: &llowing characters +to developre into
jacks—-of-all-trades may not be desirable. The purpose of
the following rule is simulate the idea that a character
who is interested in a wide variety of things has a hard-
er time becoming excellent in any one thing. A character
who diligently concentrates on one thing will learn it
faster.

Fach time an experience rank is passed in any given
categorv, the character must lose 100 points from another
experience categorVvin which he has at least 3000 experi-
eance points. This other category may not be clericisw,
and if no other category has more than 30€0Q0 points, no
points are lost.

No bonus experience die rolls mayv be made due to the
lost 100 points when they are later regdined (e.9., if
wou had 500S exp pts., lose 109, vou will have 4905. But

¥au do not 92t @ Bonus roll on the Experience Bonus Table
if You gain 95 pofnts subSequentlvy. You don’t get a bonus
roll until vyou pass a rank that ycu have never passed be-
fore.) This lost 100 ~oints simply makes tt that much
harder to sain the rnext experience rank.
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Monsters

Monsters

Obviously, in any world +there will be some very
frightening creatures. The existence of these monsters
<and plants and animals) generally make the
plaver/characters "lives” more axciting (a&nd lasc car-—
tainl. There are several methods that the Jjudge can use
to determine monster characteristics.

1) The Judge might use other books,; rules; etc. Some of
the more common monsters are described belou.

2) The Judge might use the tables below for random mon-—
ster characteristic determination.

3) The Judge might draw upon his imagination to surprise
the rlavers. Some of the more notable monsters have
been rroduced in thizx manner {the Sulfur Monster being
a memorable example from our campaign),

Morale of Monsters and Non Plawer Characters

The mor3le of all characters and monsters has impor-
t3nt effects on the outcome of anv action. There will be
some condition where virtually any creature {(including
human? will flee or surrender. The morale of
plaver/characters is built—in. The pPlaver’s own desire
to keep their character alive will compell them 16 trv to
flee (or surrender) 1f thevy are fighting a vastly superi-
or foe.

for the non-plaver/character’s and monsters; houwever,
the Judge needs a guide to help determine their actions.
This ~ule provides morale guidelines.

Each non-eplaver/character {KP/C) or monster is as-
stgqned a wvalue from 3 to 18, called its Morale Rating.
Common monsters have a listed Morale Rating; for randomly
generated monsters., the rating can be either random or
assigned. Every 10,000 experience points a monster has
gives him a 41 on his Morale Rating.

A morale check is made bvw anv non-slaver/character or
monster each time one of the following occurs:
aj) It t= injured such that it has lezs than one-half of

its baze KBtK remaining,

b) One-half of its 9rour is dead. cartured, or fleeing.

c) Its leader ¢ if cne exists) is killed, captured, or
fleeing.

dY Any other time that the Jjudge decides a morale check
i$ necessarsy,.
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A morale check is made by rolling three €-sided dice.
If the number rolled is Qreater than the non-
plaver/character’s Morale Rating, it has failed the
morale check.

HWhenever a grou® or a single individual fails a
mordlae Sheclk, the followine table may be used if there is
no obvious course of 3ction. Roll two €-sided dice, and
apply these modifiers:

leader killed -1
leader running -3
no retreadt -4

total HtK of defenders {58% -1t
total HtK of defenders >96% +4

Usino result, consult this table:

result action
?=2 : pilav dead
3-4 t surrender .
S-6 ! scatter, panicked: drop i+ - -apons,etc.
7 : flee in one direction
8 : hasty retreat to new pPosit on
9 : fall back orderly
10-12 : special: roll ancther 6-sided & see below
Special
die roll action
i ¢ negoctiate
2 : 50X flee
3 : 25% flee
4.5 : stav fightinog
6 : Berserk ! : all fighters regain full! FP,

dl. MP incre&sed temporar'ly
by two, but all MP must be
allocated to attazkg = wWmo
defensive actions.

Age and Experience

It is assumed that experience and age are stronagly
ralated (for monsters, at least). All of monster’s ex-
perience is in Melee Combat, except for special instances
determined by the Jjudoe (for examerle, it 1s possible to
have intelligent monsters with magical exPerience).

The Judee mav cither malkke an arkitrary determiration
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or a random determination of experience pPoints.

. Exp Exp Averaagqe
Ranse Points MP HtK FP
b under 500 2 3 4
=4 500 3 3 S
= 1,690 4 3 =3
4 2,000 5] 4 ?
S 4,000 6 4 8
e 7,000 7 S to
7 10,000 8 & 12
8 15,00 10 7 16
S 20,200 12 8 20
10 25,000 14 9 24
1t 30,000 17 10 28
12 35,000 19 11 32
13 40,000 21 - 12 35
14 45,000 23 13 3o
1S S0,000 28 14 43
16 55,000 28 15 47
17 60,300 386 16 St
18 65,000 32 17 54
13 79,000 35,18 58
29 75,000 37 18 62

For random deternination, the <eneral size of the
monster is usaed +to determine the range: for small mon-.
sters roll 1 to 6, medium monsters 2 to 12, large mon-—-
sters 3 to 18. The lower numbers of each range represent
Younger dage}

higher, older.

" Since not evervy monster with anv ogivan experience
point total is 90ing to have exactly the average amount
of H+*K, FP, or MP,; the Judaee may «ish <to roll for &
divergence from the averags:

Die HP HtK FP
2 -5 -4 -8
3 -4 -3 -5
4 -3 -2 =3
S -2 . -1 -2
6 -1 o) -1
7 () (] (]
8 +1 Q +1
S +2 +1 +2

f0 +3 +2 +4
11 +4 432 +7
12 +S +4  +10

-107



Common Mons<ters

Listad for each monstec is a series of ratinss and .
brief description. Exp Range is the possible range for:
the @Age and Experience tablez and is used to determine’
the monster base HtK, FP and MP. This base is modified by
tHa divergance die roll, awnd by any modifiers listad
under each individual monster (there might not be anvl.

The Morale number is the Morale Rating. RA.C. ts the in-
herent &rmor Class of the monster’s skin or hide, if
there is a —~may wWwear &rmer— indic&<ion, thz monster
might be wedring armor in which c3se his armor cladss will
be areater. Cons, Str, Int, Dex, Hts, 3ive the AVERAGE
value of the constitution,strenath,intelligence,dexterity
and Wwisdom respectivelv. Speed is gqiven in wvards

{hexes)/melee round. The monsters inherent weaponry, and
whether it cadrries wedpons is given.

Orce~ Exp Range 1 to 6; Morale 10; A.C. 3 (may wear ar-
mor); Cons &8 Str &; !nt 6; Dex 6; Wis 2; Speed 4;
Carries all scrts of weapons. Orzos have been dascribed
tharoughly in Professor Tolkien’s books.

Goblins— Exr Range i to 4; Morale 10 in dark, 8 in ligh<t;
A.C. 3 (mav wear armor); Cons 5; Str 4; Int 6; Dex &;
His 4; Spead 4; Carries weapons. Goblins are similar
€0 Orcs but smaller.

Hob2oblins— Exp R3nge 2 to 12; HtK +2; Morale 13 in dark.
12 (n liaght; A.C. 3 (may wear armor); Cons 11; Str 39;
Int 10; Dex 38; Wis 4; Speed 3; Carries weapons.
Hobgoblins are an "improved version™ of Goblins.

Ogres—- Exp Range 2 to 12,HtK +4; Morale 14; A.C. 3 <(mav
wear armor); Cons 12; S+tr 14; Int 1; Dex 8; Wis 2;
Speed 2; Has medium claws, also carries weapons; Ogres
look like large ugly humans.

Trolls— Exp Range 3 to 18, FP +10; Morale :4; A.C. 5;
Cons 22; Str 15; Int 6; Dex 155 Wiz 4; Speed 3; Has
light claws or medium bite, also can carry weapons.
Trolls are o9re sized, but rubbery. Trolls have the
ability to regenerate {heal) lost FF and HtK at a rate
of 1 to 3 per minute.

Giants- Exp Range 1 1o 12, HtK +4; Morale 10; A.C. 2 (may
wear armor); Cons 14; Str 24; Int 1®; Dex 8; Wis 11;
Speed 4; Carries weapons, might try to stomP on small
opponents; c3an throw boulders: use Thrown Hezpon or
Missile To-Hit table, but multiply range bv 18 and
damage by three; Giants look human—like but are 18 +to
30 feet tall.

Skeletons—- Exp Range 1 to 4; Htk -2; Morale 1€; A_.C. 2;
Cons 43 Str 3; Int 3; Dex &; His 0; Speed 4; Carries
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weapons; This monster loolks exactly as vou might pic-
ture A skeleton.

Ghoul- Exp Range 2 to 12; HtK -1; Morale 12; 8.C. 4; Cons
73 Str 4; Int 120; Dex 107 HWis 6; Speed 235 Uses Touch:
Any being touched by a ghoul gets the effect of a Type
IVr magic spell!: gets a saving throw, the Ef used is
eaual to the experience of the 9houl divided vy 100QQ;
if +the saving +throw is failed,; the touched being is
pacraluzed. This is Type IVr, so natural recovery is
possible (see +the Saving Throws section in the Magic
rules).

Hummies— Exp Range 3 to 18; Morale 18, & if fire is used;
A.C. 6; Cons 39; Ste 14; Int 6; Dex 45 Wis 6; Speed 2;
Uses arms a@s Heavy Clubs; however, each HtK inflicted
by a mummy also causes a loss of {4 Constitution point
from the victim. -

Dragon- Exp Range -any-; HtK +10; FP 4+20; Morale 15S; a.C.
8; Cons 10; Str 20; Int —-anvy-; Dex €; His S; Speed 6
cn ground:; 12 in air; Has gigantic teeth, large claus,
gigantic stomp; Bresth (fire; g9as, etz) inflicts 1 +to
20 damage points.

Noj—- Exp Ranga 1 to 8; Morale S5 A.C. 1 (mav wear armor);
Cons 1S; Str 17; Int 16; Dex 20@; His 3; Speed 4 (only
during finals week); Carries; This crgature is some-
what thuman-like but will frighten the weak-hearted to
death; extremely dextrous, but in @ constant stupor;
addicted ©to pa3raauat; will ingesxst anything.

Frazz—- Exp Range 1 ( they seem to die at a voung age);
Morale 20; 4A.C. 6 (always wekars armorl; Cons 12; Str
12 Int 3; Dex 19; Wis 25 Charisma 18; Speed 2; carcries
a military picks This burly, hairy, bu*t elf-iike being
makes 1ts presence known with a raucous laugh; has
never been known to surrendear or flee; fond of Picuing
with any sort of device; natural habitat: wherever hu-
man femdles mav be found. "

Bifur~ Exp Range 1 to 4 (but believes itself +to be
better )5 Morale 1&; A.C. 1; Cons 10; Str 8; Int 8; Dex
S; His 14; Sreed 2; This crea&ture’s weapon is an ener-—
Qv beam which emits from a large stiff appendase that
protrudes from it upper chest ( treat beam equivalent
to Crossbow); otheruise, it looks huranoid. but with

. smoke continually escareing (sometimes in rings) from
mouth; generally docile, but violentiy hostile to all
creatures of the Fiech family. .

Sprimo Chimera- ER 3-18, HtK +23 Morale 12; AR.C. spe-
cials Cons 14; Str 12; Int @; Dex 7; His 65 Speed 2.
This three—headed beast with the head of a snake-like
dragon (bite 1-12, @.C. S, breathes fire three times
Per day), & serpent necked, horned wolf’s head ‘bite
1-8., A.C. 3 bite causes lvycanthropy unless victim
saves versus poison strength 13), and the 1largse head
of a 9argovle (bite 1-10, A.C. 4, is able to open its
Jjews 180 degrees and can swallow a whole man in 1-3 nr
if an 1§ or bette~ is rolied on its ’to hit’ die). The
body consists of a chest with clawed arms {(1-4 each)
and a lewer half resembling a satyr.
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Yipper— ER 1 to 4; Morale 8; A.C. 2; Cons 10;Str {0; Int
37 Dex 12; HWis 11: Speed 6; Carries Weapons. Yippers
are small monkev-like creatures that dwuell in trees
and rarely leave themn, attacking animals ( their food}
with clubs while hanging from the +trees by their
tails.

Bole— ER 1 to 13 and up; MP +2; Morile 14; A.C. 0,(nasv
weadr armorlj;Cons 127 Str 10; Int 6; bdex 14; His 12;
Speed S; Ca&rries any ueapon. Another simian race like
the Yipper, but larger, more intelligent, and ground
dwelling, apwearing as thin gorrillas.

Shendai—- ER 2 t0 12, ER +4; Morale 125 A.C..3; Cons 1%¢;
Str 12; Iint 0; Dex 7; His 6; Speed 4. A snake-like
credture of the swamps that follows wanderers in +the
swamP until it can strike with its large poisonous
fangs.

Wyvern— ER 2 to 12, TR +2, Dex 42; Morale 13; A.C. 7
‘Cons 11; S+tr 13; Int 0 Dex 13; Wis 9: Spe=d 3. A
large reptilian beast that stands on two leks while
biting, or, on all fours when (t whiprs it’s stinging
4ail (poison) over it’s head.

Goran— ER 3 to 30, MP -4; Morale 167 A.C. 4; Cons 12; S+tr
12; Int 1S5; Dex 12; His 13; Speed 37 Mental Resistance
3. These spirit-like creatures use maagical spells and
their strength«draining +touch (-1 per touch) to {n-
crease their magical abilities. Planar travel experi-
erce randes from 51 to 151 for mest, but those Goran
of great experience (ER up to 100) have no bounds in
planar experience.

Wera- ER 1 to 6; Morale &; A.C, 2; Cons 10; Str 12; Int
Q@; Dex 9; Speed 8. The Herg can be domesticated for
riding or other work. These hvyena-like beasts bite
with medium teeth and live in loose racks. Thevy are
nocturnal and shun davlight, preferring to sleep dur-
fng the dav.

Krog—- ER 2 to 20; Morale 11; A.C. 63 Cons 145 Str 22; Int
4; Dex &8; Sveed 63 Carries wearons. A  gigan+tic
humanoid creature of high mountain forests. Uses big
trees as clubs or as food for this herbivore.

Botuma—- ER 2 to 12; Morale 10; A.C. 3; Cons 8; Str 10;
Int ©O; Dex 13; Wits O; Speed S, 10 fluing. A larse cat
with wing= and back pPaws cresembling <talons. I+ can
bite (1-6), paw (1-4,2%), or use talons (1-4,2x).

Lizard MHen- ER any; Morale anvy; A.C. 2, can wear armor;
All Characteristics as men. An intelligent reptilian
race, man-sized wWith older ones reachina 8 feet. Ad-
vanced +tool users with an ordered social structure
living in caved cities. They have no conven<ional
agriculture due to their distaste for rplant life., but
the's do “farm® we~ms and insects and herd domesticated

anpimals. Some outstandine individuals (Priests,etc.)
have developed Primitive magical +talents. The=e are
wedpPon carriers, but can alsrns bite for i-4 points of
damaee.

Manticora- ER 1 to 12; Morale 113 A.C. 1; Cons 12; Str
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12; Int 37 Dex 13; Wis 8; Speed S. A lion with limited
intelligence that has 6-24 =pikles On its t3il whick
can be hurled (1-5 per melee round) doing 1-4 points
of damage cach. Eite for 1-10, clawus 1-4,2x.

C~nclops- ER 50+4; Moerale 122 A.C. 4, can wear armor. Cons
14; S+t 22; other characteristics 3-18; Speed 4.
Another giant type that little is known about due +to
its habits. Reportedly a sheperd lifestule with a menu
that includes humans.

Banshee— ER 3-127 Morale 1983 A.C. @) Cons €5 Str 4 Int
10; Dex 12; Wis 1@2; Speved 8. Has 4uwo clawus (1-6) and
one bite {1-8). This spirit—-type creature also has a
hideous howl that makes even those stout of reart take
a morale check ¢“+3 tn favor of listener}, those fail-
ing will panic and scatter.

Mell Hound- ER 2 te 12; Morale 9; A.C. 2; Cons 12; Str 8;
Int ©@; Dex 10¢; His @¢; Speed €. Bite 1-6. On anv bite
dotng HtK damage, this canine beast will secrete a
burning acid saliva into the wound doing an additiownal
1-6 points HtK damase for ecach S0CQ exp. pts. of the
beast.

Hvdra- ER special; Morale §+ 1 per head; A.C. €; Cons 11;

’ Str 12; Dex 75 Int 0; Wis 8; Seeed 2. A multi-headed
(2-12) beast with each head having 2999 exp. pts.
Those wWith 12 heads have the ability to breathe fire
{once/head/dav’ doing 1-20 peints of damage. Those
with ¢ 7 heads bite for 1-6 per head, 1-8 points dam-
age for 7-9 heads, 1-1@ for 16-11 heads, and <those
with 12 heads bite for 1-12 points of damagse in addi-
tion to fire damage.

Gargovle- ER 1 to 67 Morale 8; A.C. 4; Cons 8) Str 55 Int
@; Dex 11t; Wis 0; Speed 2, 8 flying. A small scaled
creature with wings that bite {1-4) and claw (1-3,2x).

Fire Salamander~ {FE 10+; Moraie 13; &.C. i{human parztJ,
7¢tail portion)l; Cons 12; Str 12; Int 14; Dex 6; His
12; Speed 2. A fiamine c=3ture with human head,; arms;,
and trunk with @ long scaled snake-~like body below the
waisgt. It uses weapons and its flaming tail can con-

_ strict for 3-18 points of damage. .

Thi Monster— ER t19-1909; Morale 16; A.C. 10; Cons 14; S+tr
203 Int 12; Pex 8; His 10; Speed 4. A large =lephant
sized beast tha+t waléks on its two hind lesas and tail.
It has two cl3uws (1-6 each) and a bite (1~12). In ad-
dition tha Thi tongter has a rigid srout that enits a
burning mucus in bursts of 1-4 90ing up to S@ feet,
each doing 1-6 points of damage. 1t fhas about 100 of
+these to use gach dav.

Minotaur~ ER 2 te 12; Morale 18; A.C. 4¢; Cons 1S5; Str 13;
Int 4; Dex 7; His 3; Speed 3. A bull headed form with
the bodvy of % human. Butts for 1-8 points of damage
and when the butt does & points of ztamage th=2 victim
i3 stunned for 1-100 melee round. These bea=zts have
never kbeen known to 9ive up a ea<ttle or chase.

Sem Smicler- ER 1 to 6; Morale 9; A.C. 3; CTons 9; S+tr 8;
Int 4; Tex &; Wiz £; Speed 3. Sem Spiders are dif~
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ferent in that they seem to have an intelligence. Many
will gather to hunt,; sometimes 100’s will grour to en-—
trap herds of wild or domestic anima2ls (and humans:
for their blood diet. Thevy will also raid isola+ted
farms and vilages.

Wol? Spider- ER 2 to 12; Morale 7; A.C. S) Cons &; S+t~
14; Int 3; Dex 14; dis Q; Speed 5. Holf spiders build
covered pits that thevw hide in, waiting for pPassing
prey at which time thev Jump out and dra9e the prev in
to feed. They have & pPoisonous bite (1~8 + poison?
which makes +the victim sleep. Large wolf spiders can
be 10 feet long, not including legs.

Gila Monster— ER 3 to 18, ER -2; Morale 12; A.C. 8; Cons
11; S+t~ 13; Int 0; Dex 4; HWis 0; Speed 1. This slow
moving reptile has a poisonous bite (1-8 <+ poison,
Poison strength = ER) and a lenath of ER x 2 feet. It
lives in drvy, hot aress.

Glops—- ER 1 +o 6; Moraie 5; A.C. 03 Cons 77 Str €; Int 57
Dex 43 Wis 4; Smead 2, 4 swimmino. This is an amphibi-
an race, sometimes called froggies, that are restrict-
ed to fresh water areas due to their need for water.
They can walk on hind legs and +tail, and carry
weapons. Their sensitive skin will not allow armor but
they do carrvy shields. low moving, +they breed fish
and insects for food. Thev eat anvthinad live, and
drink b5lood of humans and lizard men. Some of +this
race, called +toaders (St~ 3, Speed 33, are able to
wear armor and travel away from water for long dura-
tions. All Gloes hibernate in cold (lass than 40 de-
grees ) weather if the cold persists for 1-3 days untal
the temperature coes above S0.

Sand HNorms- ER S0+,RtK +10,FP +1{5; HMorale 13; A.C, 6;
Cons 12; S+r 24; Int @; Dex S) HWis 6; Speed 4. These
worm& live in vast sandy deserts. Sounds fTrom the sur-
face bring them up from below the sand. Up to 300 feet
in length the worm can swallow @8 man in ene bite (on
1S’s or above on worm’s to hit died), the b:te deoing
1-20 points damage.

Urehin Beast- ER { to 193 Morale 12; A.C. 8; Cons 11; Str
8; Int O0; Dex 4; UHis 6; Speed 1, 3 in water. 4 spine
covered monster of fresh and salt (ER up to 30) water.
It has +the abtlity to discharge 1-3 of the Javelin-
like spines on its bBody (30-180 toxal) up to 20 feet
in water and 49 feet on land. It will replace lost
spines in 31-3 davs.

ffeclds, Cozes, Jellies, and Jams- @ll chaacteristics vari-
able; +this is the blob class of monsters that seep
under deors and thru cracks, etc. to dissolve or poOi-
son victims,. When cut thevy migh* grow into two mon-—-
sters, some might be fire resistan~, others hardly no-
ticable. Qll in all, a2 most variable source of troukle
for most.

Lvycanthropes or Were Creadtures— ER +4; Morale +3; A.C.
+2; Cons +3; Str +3; 'nt —-4; Dex +3: Wis -3: Speed +2.
These are crazed and +transformed humans, now half
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beast. This is duz2 to special wounds received by come
credture a3t & tim2 in which the magical spell will
have effect, placed by some witch or magician. Each
time a human chandes to his were form, there is a 1X
chance of either remaining in thisx «ere form or being
freed from the soell. This chance is cumulative. For
ex3mple, after tha Sth transformation, if a 5 or less
is rolled on a 21-1009, or, on the Z20th transformdtion
38 29 or less is rolled,ete., there will be another
roll of a six stded die. If 1t is even, he will be
"cured”, if odd, the were form wWill remain permanent-
Ivy. A typical transformatin will last 1-10 hours. The
characteristics g9iven above are added to +the human’s
characteristics during a +transformation period. The
given ones would apply to a werewolf. different
creatures might have other modifiers. A uwerebear might
have Str 48, Int -8; a wererat Str #1, Int +42; etc.
Typical were beasts are woluves, bears, rats, boars,
lions, tigers, and the like. Things like weresparrous
and wererabbits mioht not applv.

The Little People- ~1]l characteristics variable, low men-—
tal resistance. These :1nclude nixies, pixies, serites,
and the l:ke. Small wi~h limited magical abilities in
one or two areas of specidaltvy, a9iven to them at Lirth.
(Ex: SpPrites mioht have control weather spells). Their
m3gic be:ng iimited call=s for combined effort= with
each individual contributing i1 EN to the spell (assume
SN = 1), Qutstanding individuals have 1 to 20 EN, more
for the *King and Gueen®. Thewv can also turn invisible
and fly i€ in dar3er.




Random Characteristic Generation Tables

Die Ro l 1l
A 2 3 4 S [
¢ of heads Q 1 1 H 1 Z—iO
& of arwms (=} 1 2 2 2 4+
& of legs ] 2 2 2 4. 2+
& of tails e e o 1 1 +
Head: fangs teeth tongue Tfanes - beak
fangs pPoOison - poison - poison -
teeth sm med med med lrag Qiag
tongue - sticky > stickv = sticky
beak sm sm med med med Irq
Arms: claws pinters wings <—-wedpon carrier—-—)
claus sm sm med med med lrg
Pincers sm =m med med lrg 9ig
& ueapons 1 1 1 1 2 2+
Legs: claws hoofed - = hoofed - -
claws sm med med lrg lrg atg
hooves =m med med med lrg lrao
Tail: stinger sriked club Qrasping - -
stinrger - Poison - pPOison - Poison
sPiked sm med lrag thorn med med
clubbed sm med med lrg lrg giag
9rasping It it med med hvy hv'y
Hidea? fur scales sgkin quille shell spacial
a8rmor class of:
fur o 1-2 1-3 z2-3 3 2
sceales 0-1 1-3 2-3 4-5 4-6 7-10
skin 2} Q Q 2] 1 1
auills 1 2 3 4 S 4~6
shell 2-5 (3 7 8 b 10
quills - {—— throwable —----— > - POison
special - gelatinous - rock glue burning
Notes
Not all monsters are inherentlw hostile. Some might

sven be friendly,

Extremely intereszting encounters occur in such

or mavbe Just suspicious and cautious.

instances.
Whan plavers encounter a monster.

the Judge should
not immediately +tell the plavers what i+ is unless they
h&ve seen one before. He should onlvy describe «hat <the
plavers see, hear; smell, (and feel-if +hey are brave’.
Plavaers will generallv take to calling it scomething among
themselves, and so it becomes ’named’. If the plavers

run into one again, the Jjudge can Jjust use that name.
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Belra the bold awakens:; he feels the presence of an
intruder. Looking about the campsite all seems well with
Starhy! on watch. Belra is startled again. He lies doun
and closes his eves, fe&ring what he must do. The next
morning the group dwakens; all except Belra, who cannot
be brousht out of his dream-Jlike trance. Fearing the
worst, they gather te decide who nmust undertake the meri-
lous mind excursion to find Belra.

Planar travel is an excursion into Your own mind or
others’ minds; by way of deep medition. This can be at-
tempted by anvyone whod wishes to enter the ’planes’. The
reasons for goin@ are many! a masgic user’s craving for
new spells can be satisfied by stealing them from other
magic wuser’'s minds; a persorn who has forgotten something
may sedarch for it or be searched; for taiking to =omeone
who is now dedad or is mot vet alive; for takins control
of arather’s kody (for zhosrt periods or ferever.

Planar travel is dangerous, +thouagh. Just think of
being lost in vour own mind (coma) @r in another’s mind.
Or think of meetine all thoze terrible nightmarish forms
and boo9ie men of vour deepest subconscious. Not only
the fRar 1s real. Pestruction of dour nental self is
more permidnent +then any sort of damage to vyour physical
bocy. Kls3o0, *tna eoszibility 2x1233 1that 1f 9you =zanno:
defend Jyour mind vou will be Possessed by some wandering
demors (look ing for movie careers or pea soup).

The Inne~ Planes

Tre inner planes are 3areas that connect the minds of
all humanit-z. They <can be pictured as consisting of an
outer periphery of the concious huamans, with each human
represented by a space or area. Connected to each space
i®= a row of spaces <oing towards the center of the circu-
lar form, and each row beingd infinitely lorg (vyou can
nevaer reach center). 4s stated, the outer &redas are the
concicuz beings, tThe next space in is defined &s the
first erder; the second spaze in as the second crder, and
so on. Each human has a setx of orders, going from one %o
infinity, *attached’ +o h:s srace. The conciouz sSpPace
plus +the net six orders inward define thNe limits of the
mind of one human, each human having +the same bounds.
Orders numbered 7 or ARbove are the dreds of crossing,
where one may try to vanture to the mind of another, or
just exrlore tlase {nne~ recaches.
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Movement Throush the Inner Planes

Each order is i itse!f infinitely larg9e, so travel
by foot wmould <take & LONG time. Instead the traveller
must 90 Into deerer meditation to get +to an order of
higher number, and must coma oaut of deep med:tation to 90
to a lesser order. To accomelish this one must succeed in
rolling +the correct number or higher on the inner rlane
movement chart ( IPMC) given below. The first move fromn
conciousness +to the first order also requires the use of
the 1PMC. Movement within ones own mind (first six ord-
ers ) is spacial in that when moving te a lower order,
even all the way to conciousness, there is no die roll
required, it can be done at will.

Once the attempter has meditarted and has succeeded in
ent=ring the 1st order, he (and possibly a2thers) will apP-
pear on a solid “floor® with patches of light and dark,
sight in light areas i wounlimited and is only 3 to 18
vyards in dark areas. A hex sheet can be used 4o regulate
movement by foot, wing,etc. If there are no encounters,
he may then attempt to higher orders. Once outside his
own six orders, and is into the 7th order and bevornd, the
ared of the order mayvy be as it was in hiz own mind, byt
could also be lands, oceans, skiec, fires, or uwhatever
the Judge ca&n think of. The beilngas that live tn the deep
orders (demons) 2re sometimes ery powerful and seek to
control their own arzas, and sometimes others.

Seeking Others Via the Planes

In order to find and enter another rerscn® mind, the
Crassing &areds must be explored. 9nce in these arceas the
seeker attempts to find out if thisz area (or order) is
Tin line* with the target’s mind. If it is, he may than
travel to it using the IPMC, if not, the seeker aust go
to Ad higher order area and attenpt it 393ain. The seeker
cannot make the attempt in this order (or lower ) asgain,
unless the seeker touches the rphysicali body of the tarsget
(both concious). In order to succeed a % die rol!l of less
than or equal +to +the order number is reauired (in 8th
order, 08 or less: in iSth order, 15 or less, etc.). if
travel iz ma&de to & higher order, the attempt cawn then be
made a93in. It is suggested that the sacakers can bribe.,
influence, or bes other beines of the Plane for knowledge
that thevy might have of their quest.

Entering Anocther Mind

Upon reaching a 7th order area ‘next +to" 3ncther’s
6th order are, one may attempt to enter. If the attempt
is made, the target will become auneare of the invasion no
matter where he is. In order to succeed in enterina the
tarvet mind, the targat’s mental raszistance must be over-



come. To do this the invader must exPpend fatigue spoints.
Thhe fatigue points allrmcated to go throuah the barrigsr
are taken and the target’s mental resistance is subtrdct-
ed from this. The total is now savared and the resulting
number is the X chance of success for the invader [ (FP —
MRIx{(FP - MR) 1., IfF he fails the inwvader must again ex—
pend more fatigue pPoints, the target loses nothing. If he
succeeds, the FP are liost, but he will be placed in the
target’s 6th order area and meet his tarcet, if the <tar-
get responded in time. If the target is present, the in-
vader will Be placed 2-12, 2€-180, or 290+ vards auway
(the target knsw where the invader would probably land,
and so sex himself to his advantage ). Normal
combat/magic <zan now take place on the infinite floor.
NOTE: Thae fatizue Points lost in a cressing are lost wun-—
til the person returns to his own conciousness and cannot
br reraired, regencrated, or rastorad in any until then,
this itncludes failed attempts.

Travel to the other 2rders must be made on ax & +time
using the IPMC fer +tha invader. Each area could be a
battlegaround af sorts. Upecn defeating the tarvet in his
{st order area, the invader may venture to the concious
smpacer wh=2re he ma&v 3ttempt o control the tareet and
getting his info, spells, etc. Oniy one item or spell or
plece of Iinfo wa: be taken per in.&slonr. The invader mav
als~ +take over +trhe targeit’s phvysical actions, Hith tha
ons with the 49re3test amount of FP left controlling 75%
of the time, the ather for 25%. (Renember the invadar’'s
body left unattended thouzh.)

Demon %“reation Tabie

points/demon Demon Charac<teristics
HtK FP MF  AC Rit= Strength Morale
1 1 3 1 @ 1-%=% S 5
2 2 =1 2 1 1-48 7 hrg
3 4 7 4 2 1-4S 3 7
s [ 12 g 2 1-6% 3 &
% & iz & 3 1-5M ] 2
10 il 14 19 4 i—wi 1@ 9
12 i2 1€ 12 4 1-3M 11 2
1S 12 14 12 s 1-3 12 2
18 14 13 14 5 p 13 3
22 18 O B 5 i=1rel i 1o
25 = 24 1§ 7 1—-1OL %o 12
=9 A - R A b -0k i8 i
42 A zZ% 18 7 1-12L 16 i1
S0 13 z27 3] S A=12" 17 12
78 22 Je 2¢ S 2-16L 18 13
109 2@ € 292 19 F-12L 19 14

Note: “Bite® .:stgs *he size to use on +the To-H:it <table
S=small, M=medium, L=laree’; and it also !ists the
amount of damags donz b¥Y 3 “successful bite’.
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Optional

A) The points listed above are base points. Any  indivi-
dual demon will vary from that base for bhis actual
characteristics.

die modify characteristic:
1 +¥20%

2 +10%

3 Q

4 2

S -10%

S -20%%

B) Starting at 40 points, tha demon has 3 c¢chance of magi-
cal abilitvy. The chance is =sxPressed as!: demon crea-
tion Points converted to a %. If +his percent or
louer is rolled, the demon will know 1-6 masical

sPalls 8t the minimum SN, Their EN will]l range from 10
to 80. A demon cannot use scrolls;, learn more sprells,
teach spells, etc.

Demons

Demons are the inhabitants of the inner reachas of
men’s minds and source of the primal fedrs of man. Most
humans have seen one of their many forms during night-
mares;, wuhen some demons -venture into the areas of the
aind and subtoncious. Demons at times have tsken control
of humans by crossina into the concious, displavying their
hatred and envy for the physical bodied mankind. Most,
however, stay in the deer orders, some so powerful as to
have the 3area lookinag like normal terrain or even as a
fantasy dream—uworid (Judge’s discretion).

Travel through the Planes is likely to lead <o en-
counters with demons, the farther in, the more likely. To
determine if demons 3re present, rol!l! a six-sided die for
each area entered, with a "1° designating that demons
mieht be present. If a “1° is rolled, g¢ o a percentile
{@1-100) die roll, and if the roll is less than or egual
to the [ (order number - 63 x .10 J, demons will be
present, placed 30-180Q, 100-EQQ, or 203-1200 vards from
the traveller{s).

The demons present will be 1-10 in number; 41 Per
each order number above 10. The demons so °*conjured™ will
have fighting experience eaual to [ $00Q x order number x
1-8 1. The most experienced of the grour will have magi-
cal experience equadl to one-hzalf his fighting experience.
If a "1° is rolled on the 1-10 die roll, roll the die
again. Hith 2-19 meaning no chang=s, a *1" designating &
"demon—land® with one suPrreme demon of magical abili+*ty
eQual to his fighting ability, and 2-7 lessaer demons of
magical ability equal to one-half their fighting abilitv.
In addition, the ‘kingdom™ will consist of (19-1¢Q)> x
(order number) demons of class one on the demon creation
table (see below). All demons not of the demon creation
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table have an a&rmor class = +to one-half <their order
number, carrvy wearons (as normal weapons}), can bite 1-8,
and the only characteristic that is not 3-18 is strength,
uhich §is 2-12 4 order number. Demons can Possess indivi-
duals, or attempt to. Those humans with mental resis-
tances of 6 or less have a S% chance per month of Phusi-~-
cal time cf an {nvasion by 1-10 demons {treat as random
for their experience totals).

Demonology

These strange arceas &iso allow 8 few who Know the
ways of these demons to summon them for their own pur-—
poses (this is not the magical spell of the same name., no
magical experience is reallv needed). Onlv those experi-

enced in planar travel Wwill get Demonologvy rPoOints. For
each S8 experience paoints passed of planar travel, one
demonoloay point will be awarded fat S$1,101,151, ete. 1

vdemonoloay point is aAwarded). These demonology points are
used to summon demons usingd the Demon Creation Table
(DCT) below. !Inm any ared, once per area, the demonolo9ist
maydy summon demons By allocating fatigue gnints to do so.,
The FP allocated are multirlied by the summoner’s
demono logy points a9ivingd a4 point total to be “spent® by
thae summoner on +the DCT. If the total is 40 (16 FP x 4
demonolcay seints), the summoner ceuld conjure 4@ demons
of class 1, 20 of class 2, & of class 10, etc. All denmons
must be of the same class, and will aepear in 1-€ melee
rounds. The demons are controlled by thousht orders of
+he summorer, each pPaint of intelligence »f the summoner
al lows centrol of sactions of a different g9roup of demons
( Int=13, 13 different 9roups at most ). The demons so
summoned cannot leave an area conJjured in, and, if the
summoner leaves, will return to their netherworld state.
Demeons cannot be summoned in other’s mind=,; only in the
summoner’s own mind 1f he desires, and demons summoned in
one’s own mind do not depart when the summoner leaves the
ared (can gaurd his mind), but do depart wuhen the summon-
er redches conciousness,

Experience Foints in Planar Tracvel

Each entry into the planes = 1 point

Each spall/object/info taken = 5 pcints

Each order above 14 entered = S5 points

Fach demon summonin3 = 1 point (not per demon)

Each demon uwith magiz2]l ability killed = 5 points

Special tasks = Judoge’'s dacision

Optiondl: there is 2 1 in 12 chance that demons summoned
will attack +the summoner.

Remember: for the experience for obJjects taken, <+that
if an 1invader +“3ales control of another’s concious form,
ardabs ar item., then returns to his oun concious self, the
item wiil disappmszr from +he t3r2et and appear 1n the
invader’s hard, juszt as drooped swords and the like
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disappear from the physical! world until Ffound again in
the planes.

Plangr Travel AttempPt

Hental Resiztance number (or higher) needed
of character to succeed (roll! a
making atteapt) 20-sided die)
3 2
4 4
s S
€ [
7 7
& S
S 11
19 14
11 ie
12-14 12
15-17 29
18 24
Modifiers to die roll:
meditate § hovr or more +4
for each individual brought uith -1
for ecach 25 planar experience soints +2
if moving more than onz order -4/extra order
i¥f moving to erder 19 ¢+ higher -3

moving to an order in another’s mind -3

Fatigue Points in Plarar Travel

Combat here in the planes is nermal melee 3and magic,
with terrain if anv. All KtK damage and all magical and
miraculous damage is coriveved upon the phusical body, FP
are returned to the level at whick they started before
the planar excurson. However, in the planes, HtK and
maeical damase is normal, but FP 8raq reggnerated to 100Xx
upon changing areas (Exception : Mind Jnvasion=} to allow
for +the dream—-like quality of these areas and for long
excursions. Other damage must be healed by normal Phusi-
cal means.

Time

Time knows no bounds in planar travel! and any number
of planar order changes will last 1-6 hours of 3ctu3ll
concious time. Encounters will use normal MR time dura-
tionxs for aActivities batween Z groups in different planar
spaces (orders), allow 1 action per grour. the one rol-
1ing highest on a 6-sided performing 1 action, then the
other group, etc.
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Flanar Collapsement

Any time an area is moved into, fluctugtions in the
area could cause all travellers in the area (not inhabi-
tants ) to return te =HNnciousness. In the orders 7 and
above +there is a S% chance that the order will collapse.
It can remain open bV exp2nding FP = to (order number x
0-5), +*the €-5 rolled onlv after the traveller(s? decide
to stayvy. Th= 2+5 is then rolled and the FP are lost. if
FP and HtK 9o to 9, the trawveller{s) is considered tn &
coma, until the area is orened by another +traveller <o
the area by exrpending the additional FP necessary to oren
the area for the ones in the coma. ‘1I¥ +they decide to
leave, they all return to conciousness. FP may be com-—
bined by anvy group, each indiwvidual contributing an equal
share. if someaone dees mnot have enouagh FP and HtK ha
will be in @ coma until the ethersz about him bring him
out of it (by expending the reeded FF extra). Note :
Those lost in coma must bs searched for (:1e. "Which ninth
order area?" )’ :

Gettin3 Lost

On travel abov= the 12th order, there is a S% chance
that each order venturad to will resuit in 3 loss of
*direction®, reauiring a8 search for the planar travellers
own @ind, 38s if he were the target (but he dees not have
to cross his own mind barrier).




Misr.

Definitions

Stun - A character who 15 stunned has the following ef-
fects for the duration of the stun: ha&s only half the
normal MP, but still expends them for movement as if
he had his full amount (s.e., he can onlvy move half as
far); all of hiz To-Hit die rells have a3 +«2 modifier
applied; all success attempts for thieving, hedling,
and spell casting have & -5 modifier; and the charac-
ter has half his normal fntelligence valve.

Blinded - A character is impaired as follows for +the
duration of the blinding: has only half his normal MFP;
all meleaz To-Hit die rolls have a —-10 modifier.; §t is
imPossible to hit anyvything with a misile weapon; the
character has a 1 in € chance of stumbling or running
into something (does ¢ to 4 FP damage) for each hex
moved unless guided; all healing attempts by the char-—
acter have a —-19@ modifier; mav cast spalls, but direc-
4ion is random; unless pointed or sound is heard from
target (missile spells will miss automaticallwy).

Paralyzed — The character is totallv unable to move, but
i$ congcious; may cast spells (but can’t use hands) or

cause miracles:

Unconscious — The plavyer/character is totally unaware of
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all that happens for the duration.

Time & the Yimetable

Many rules throughout this book present a unique
sequence of +time. It will b= symmarired here, and
horpefully sufficiently well explained.

All time in this rules book uses the following
aener3l timetable:

L 3 time after original event
(9) (-original event-)
1 1 melee round

2 2 melee rounds

3 S melse rounds

4 1 minute = 10 melee rounds
S 2 minutes

G 4 miriutes

7 & minutes

8 1/4 hour

] 1/2 towur

10 1 horur

" 2 khours

Nz 4 howurs

5 & hecurs

14 1 dav

1% 2 davs

15 4 Savs

17 1 week

13 2 weets

19 I month
20 2 monthx
21 3 months
22 4 morths
23 S morths

etc.

A specified time should always reference back +to
the o~iginral 2vent. For example: 23 (S melee rounds)
medns S5 melee rounds after the original event (not §
melee rounds after 2 meles rounds after 1 melee round
after the criginal event). This is especially impor-
tant in =~a3ses where modifiers are gained with time
fe.qg., concentrating for spell castingl. Modifiers
are NOT gained for consecutive, short-~duration concen-—
tra%tion; it is the total time after the start that
matters. For exam=le: if a caster concenirdtes for 5
minustes he only gets & +7 die modifier (for 4 minutes
-~ see Magic: &N rulies), NOT a +193 modifier (+2 for
each melze round, for S minutes, 10 neles reunds per
minures)!

All fractinns of time over the nearest lower time
given Ire lest. For example: if a caster concentrates
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for 11 hours and 23 minutes, he only gets credit for 8
hours. If he concentrates for 7 and a half minutes,
he only gets credit for the 4 minutes. You do NOT get
any sort of credit for the lost fractions.

*0dd Happeninas"
Use of the Special Characteristics

The character’s special characteristics (Strength,
Daxteritv, Intelligence, etc) can be used to determine
the outcome of things +that aren’t covered anvywhere
else, and don’t have obvious sclutions. This rule
should be used as a last resort to determine special
events. ' :

Thae flaver rolls an 8-sided die. Multiply +this
number by the plaver’s apmrepridate special charac-
teristic. Use this result as a percentace. In order

to succeed whatever was attempted, the plaver must now
roll less than or equal to this result on percentile
dice. I¥f +4he Frercentile roll is gredater than the
number needed, the attempt fails. What happans when a
failure occurs depends on what is being attempted.
How often the plaver can %rvy again also depends on
what 1is being attempted. fach successive attempt
should get a -1 modifier on the spPecial characteristic
being used. For examplet! fn figuring out the workings
of a3 special device, Intelligence would be the special
characteristic wused; and +the plaver should get 1
chance per week of figuring it out, each time sub-
tracting ‘one’ from his Intelligance.

Example: Bart is in & tunnel, in an oPe=ning closed
off by a fairly large rock. Assume Barts Strength=14.
He tries to mowe it: Rolls an 8-sided die— gets a ’4”’.
4 times 14 = 5S6. Therefore, he must roll a 56 or less
on Percentile dice. Bart rolled a S7 - he fails
{loses 1 to 6 FP for his efforts). There is 38 giant
spider approdaching, so ha tries asain. On the 8w«sided
die he 9ets a 6, but subtract one for second attempt.
On the 8-sided die he rolls a 6. £ times (14 .- 1) =
65. He rolls the pPercentile dice and gets a 25 - suc-
cessl,;, the rock is moved and Bart is free; but, oh
no!, the tunne!l opening drops off into a deer rit with
no ’side’ paths....

No*e on Dice

These rules are designed to be used with five dif-
ferent types of dice: 4-sided (1 to 4); the normal
E-sided (1 to 6); 8-sided (1 to 8); 29-sided ({1 to 10
and 1 to 29); amd 12-sided (1 to 12). Alil of these
dice can be found at most hobbvy stores.

However, even with onlv normal €-sided dicer it is
possible +o plav bv uzing the following procedures to
convert the die rolls, : ) ' -

Roll a 6~sided dice (hereafter called the Ist



die)d.
die.
to 2et the result.

_Find it on the chart,

*then roll the 2nd 6-sided
Lool dnown %tz appropcriate column and cross index

ist 2nd I 40 10 or 2@
1 to 4 1 to & die die {1 ‘to 122
U T
i 2 1 or 11
’ 1 3 ___— ~ -~ - - =
- -4 B R
1 S 2 or 12
2 i ———’/"’
1 S~ - -
TR >___ a8 3 or 13
2 3 - - - -7
53 4 R WE R A i
S 4 or 14
2 \..._. - < —
/ 1 b TR
4 2 S or 15
3 . L T T T
e Nl Tl
// s S or 18
I £ T owm s e
S --—<::j
1 S e deoRE Ra
3 j>>___ _2 7 or 17
4 3 o o7
€ 4 i
\. bS] 2 or 18
e R
e N o —— # W A Rem
// 1 SN~ - -
7 2 S or 19
‘\\ 5 B e VT P BT
_— - 4 N - - -
a // ] 19 or 20
c S e
8 --u”//’
N 1 \\
. N = sis [2 €11 3 T s
re~rall [ 3 —_ re-roll
both dice 4 d<::: if 1 ¢oc 10
if 1 to 8 S (12) or 1 to 20
or 1 te 4 ___ B —— desired
If a 4-=ided or 8-s=ided die roll is needed, wou
Wwill have +to re-roll both 6-sided dice if the first
one turns up a 57, For 3 20~<=i1dad di= roil, a +third
die must be relled to deteemnine if it is the lower ten
(1 through 107", o~ the teens 111 throush 29)° 1,2:3
on the +third B-sided die mezns the lower tens 4,5,6
means 't is trn the teens.
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Example: You nz=ed to roll a 20-sided die. So vou
roll the 1i1st 6-sided die and get a 3. Youv roll +the
second 6-sgided die and get a 2. That means you either
have a S or a 1S. So vou roll the 3rd 6~sided die and

aet a 5. Therefore; it is in the teens, and vyou have
a t5.

When the specialty dice are hot  available another
method <c4n be used to generate the needed die rolls. Us-
ing a deck of cards in different ways will allou +this.
For i-20 dte rolls & deck is uzed imw which there are only
20 cards, 3{ace)-190 red and 1-~18 black. The black
represents the numbers 1 thru 16, and the red ones
represent 11 thru 20. Ex: black S = S, red S = 1S, red 16
= 2@, black 1@ = 10, etc. For 1 to &, conly the ace thru
eight is kept, red or black betna the same. For 1 to 4.
divide by 2. For 1 20 12 use all cardzs but +he kinas.
3ce thru 12 represerting 1 to 10, and the Jjack and aueen
representing +the 11 and 12 respectiviv. For percentile

(01-100) dte rolls use the 1-20 deck., 1gnoring coiors,
with the first drau representing the tens digit and the
second drauwu the ones digit. Ex: draw 1, then 4 = 14; draw

S, ther. 6§ = S56; draw 2, than 2 = 10®. No<e that the first
draw must be returnsd to the deck b=fore the zecord drai,
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Poison

During the course of play the P/Cs will no doubt en-~
counter certe&in poisons, be it from & scorPton to t2inted
food. Below is Presented tuo wavys in which a referee mav
use to handl« such situations.

A) In this suystem the P/C sudbject to the poison must
‘save’ —oepTus +the 01300 by rollin2 3 twenty ~sided die
and comparing this +o his own constitution. If <+the roll
on the twanty—~sided die 1% less tham or g4qual to his con-—
stitution, thae character suffers wo ill «ffests. [, how-
Quer, the roll i& 49reater than his constitution, the
craracter suffsers full damage from the Foison
(death,blindness,etc.).

B) Tn *his svystem the pPoisons sncoun<tered Aare rated
by the Judae teforehand, na3kin3g Jdistincticns betuween weilk
and s*rong poisons. &Lil poisons are given a rating from
3(weak) =*o 1R8{(s%tron3),uith special poisons ever hizh=r.
Here the pa2rson @23t ‘s8ve’ alsc, byt 1T 13 caélculated
differently. The P/C’s constitution is subtracted from
the Poisen’s strenath rating, this tetal 1z then added to
12. The number noue i= what is required to roll on 3
tuenty—sided diz or LESS which will save +the character
from the pPoison’s effect. For example: Xenon' the thief
spened a lecket+ which contained poison  pouder { strength

rating = {4, w icr. ANenon 1nhaled for some reason of has
orin. His cons+titution ig 11, so, ssing the explained for-—
mula: [ Pois. st~. (14) 1 « [ Xen. zons. <11) 1 = 3, this

number added to 12 = 1S. Xenon aust riow »~o0ll a tuentvy~-
z1ded die where fromn i to §4 i= death and 15 to 292 aililows
him 70 covtinue on his WeEv.

In bnth systems these optional mcdifications caw be
made: for each 2S% of the P/C’s fatigue point total is
down ; the tuwenty-sided die roll 31z adiusted in  tre
poizon’s faver bs ane. ¢hardcter 1s bled or has his wound
sucked immnediztely a.ves 2 ’+uo’ modification to the P/C,
and therc=' are s number =f o*her unforszen modifications
whict could pessibls 2-~izs 1n an ad.enture.



Scenario & Initial Ideas

Once a fantasv game 9ets going, it is generally easv

t0o keep it 9going, However, starting a «@ame can be
dificult.’ Usuallwy, it is best if the plavers are
initially @iven some reason for seeking adventure rather
than let them wander aimlessly. So;, below we have listed

some possible starting ideas +to give the character an
origins; or a background, or a basis for future adventure.
The plaver/characters could be:
8) survivors of a space ship wreck on a
medieval planet.
b) escaping slaves from a slave raid on their
homeland.
c ) survivors of a natural disaster.
d) suervivors of 3 raid on the hometown
e} foreigners shipPurecked on some strange
island continent.
f) the result of some mishap in time travel.
Or, the characters might have:
-a) found @ map to some immense ‘treasure.
) baen hirad to escort sgsome pllgrimg oe
merchants.
c) had one of their grour kidnapped by an evil
wizard or by some religious sect.
d) one in their party who is a look-alike to a
well known bandi-t.
e) been given something extremelvy valuable, and
lots of evil people are hunting for it.
f3 one of their party wuhc is @ deposed prince
and whose family is being hunted down.
9} Just arrived in a country with some strange
custom that they don’t ¥vnow about.
H) been sent on @ Auest; by promise of 23 huge
reward, or bu some threat or curse, or bv
some ‘kindly old man’ with strange powers.
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Additional Judeing Guidelines

Setting uPp 8 “world” (or area) will be the most im-—
portant ingredient in a successful character g9ame, with
the burden resting directly upon the Judge. How to start
the ball rolling is alse the Judge’s responsibility,
plavers not familiar with the game machanics should be
given explanations., hints, etc.> more often until thevy
start to master it,. It is reccommended that +the begin-
ning Judae also become familiar with the g9ame. This is
best accomplished with a humble first set-up, mnot with
building towering cities of g9eold.uhich 1l@ad te towering
problems of °ithat do 1 do now?® Below is given an examvle
of such a starting point, whick dllows for future addi-

tions. After the elavers have completed "rolling—up”
their characters, the questions are: 1) “where are we?";
27 "who are we?”; and 3) "why are we here?”. For +this

set—um let us assume the Judge gives this introduction.
“You are 3!l voung men of a small village of about 382
peoPle, Vour parents are living there and are involved 1n
various Jjobs and trades Iin this middle~age village (+the
characters could determine Just what it is their parents
do for a living, via a die ¢roll and 2 pre-determined
table). You have been sent out to the forest toc hunt
boar, you carry with you a wooden spear and small! daagger
cach. You are wearing tunics and sandals, and each has a
water sktin. This is your first time on a hunt without
elders (so +they start with no experience). You are
presently deer in the forest and looking for =igns of
wild boar.* The Judge should now let them ask auestions
and let them continue with their hunt. The Judee might
even show them a detail~free map of their area (without
details like treasure, monsters, Pits and other designed
places) and zcthow them uwherg the's are on thae map. Lat’s
assume that they find 8 boar feeding in the distance (sav
30-180 «vards). They +try +to get in spear range. Thewy
should state exactly what it is thevy are doing to “stalk"
the beast, with as much info from the Judge as pessible
(ig it near the tree, is it sleepring, the Judge should
give much detail, even if this event was not planned for,
the Judge must °"think on his feet"). Using <the to hit
charts, etec. they kill the boar. Award experience points
and let them continue on their way home with +the boar.
The Judge. miaght think that the blood cowuld attract some
wanderina beast, he should have a chart describing mha+t
might come by and how often. (Ex: 1-3 {list 5f pPossibile
monsters} will happen by on a "1 of & 1-6 die roll,check
each hour traveled tn woods. He wight now make it "%1" or
"2" due to the smell.) Let’s say thes have no encouters
and have their village in sight. "You see 2head vour vil-
lage, with a black smoke and vultures flvying overhead."”
The fPlavers now reict, say by investigating the area. In
town~ "You see all the butldings burned +to +the ground.,
and all have beer killed. There is , nowever (this is the
*starter" ), evidence of what looks like hoof pPrrints com— .



ing in from *he north and geing out of +town +to the
south.® Assume they &lso find evidence of looting and
general pillaging and thevy wish to seek revenge on +these
bandits. So thev follow the tracks.....

Haiting for thenm is a cave complex where the theives
hide. - The Judge could construct it using g9ramh Paper,
edach square represerting 1@ feet. In this tunnzl complex
is placed the various stolen 3oods in Pocssibly this wav:

In each open area wused for =torage,
1 in € charce for 19-12Q copper pieces

1 in & s " 1-3 art works (vases;oil
lamps,etc) *
1 in 10 * " 1-5 sacks of silver, 190-399

Piecexs

The Judder in addition will have 3reas pl!3dnned exact=-
1y, including the main treadsure store. Now the gaurds.
While near the cave there 1s a 1 in 6 chance Per hour of
meeting a mounted patrol of 2-12 men, all having ER of 3
(it is easier tn use the chart of ER in °Honsters® rather
than relling for cach) with a8 leader of ER 3-5.

In the cave there is @ 1 in 8 chance- per fifteen
minutes (n “traveled areas, per week in slightly +isited
areas, of meeting 1-5 3avrds ER = 2 or, 1 in 12 of meet-
ing a large group 30-80, with 1-§ leaders of ER 4-14.

In opan areds there is a 10% chance of guards beinag
present, 3-18 in number . S0% chance they are aill sleep-—
ina.

In areas wuith trea&sure; the 10% above goes tc 75%.

The mairn area hss ? q@old, siluwer, ets. There is al-
wavus 5-2% gaurds here, ER = 3, 1-8 have ER = 3-6, 1 bhas
BR = 1Sk Only 22% cf the gaurds zleces at one time.

There is a 33% chance that "the" leader is Present.
He is Worfon, a character of str=i9,int=15%,wts=12,
dex=13,cons=%;mental res=3, char=16. He has 15000 exp in
magic, 400 z2xp in fighting, 3000 exP in thiewery., HtK =
4, FPp = 18, MP = 3. fInclude list »of his spells, their SN
and EN.)

tiorfon carries a dagger, is in & robe; and s+tands
avouit 4 feet tall,

The <zurds all wear A.C. 4, +the leaders some-
times(19%3 in A.£, 5-10, all carry swonrds, 28% also carry
sho~t bous. ' :

Horses are kept in a pen tn the woods nearbvy, wWith

19~3@ horses, sadles, etc. 2-12 slaves, and 6-12 gaurds,
ER = S,
The Judge now has evering set for an adwventure into +the
thizves’ den f0Oh, did I tell ynu about the @iant scorpion
that lives deep in the cives and weets "visitors® iw  the
seldom “*ravelled @aresas, 1 in & per hour?). However, the
plavers migaht nct gven venture there, and might nct ever
ao there, 3¢ <he Jjudge wust be ready to respond with a
set~um ne maitter which wavy the adventures travel.

Remember, the Judge must °plav* all of the non-plaver
characters and monsters. He must learn 40 be subjective
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and think as others wuould (most Jjudge’s find it easy for
monsters with Int = 0). 1t is alsoc reccommended ‘that the
plavers roll “their owun® die for things like to hit and
saves, it gets tham into the game more than if some Judge
tells them what he rolled. [If there are more auestions on
starting games and campraigns send a SASE and thevy will be
ansuwered as avickly as possible.
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